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American Techna- Vision 

For Orders Only - 1-800-551-9995 
CA. Orders / Info. - 415-352-3787 



1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust- 
ments required. 

$4750 



POWER PACKS 

Exact replacement trans- 
former for 800/400, 1050 
810, 1200XL, 850, and 
XF551 units. Part #0017945. 



$145C 



XL/XE SUPPLY „ 

Power Rak for 800XL.600XL SO COO 
130XE, 65XE & XE Game. 



KEYBOARDS 

New and complete subassembly. 
Easy internal replacement. 

130XE/65XE $35.00 

800 $40.00 

800XI $29.50 

400 $12.50 

XL 40 PIN LSI CHIP SET 

A Complete set of 40 Pin Large Scale I 
Integrated Circuits for your 800XL,[ 
600XL or 1200XL computer. 
Great for quick repairs I Set 
contains one each of the $ *i /"^95l 
following: CPU, GTIA, ID 
ANTIC, PIA AND POKEY. 



800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module. 
All boards are new, tested and complete 
with all components $28.50 

800/400 MODULES 
NEW PARTS COMPLETE WITH IC'S 

• CX853 16K RAM Module $9.50 

• 800/400 CPU with GTIA . $8.75 

• 800 10K "B" OS MODULE $8.75 

• 800 POWER BOARD . . . .$14.50 

• 400 POWER BOARD .... $9.50 

INTEGRATED CIRCUITS 

1050 IC'S 
U7 - 6532 $4.50 
U8 - 6810 $4.50 
U9 - 6507 $4.50 
U10 ROM $19.50 
U13 2793 $19.50 
U5 LM2917 $8.50 
5713 $5.25 
2793 FDC $19.50 



• C0 1479 5 . 

• C0 14805 . 

• C0 12296 . 

• C0 10745 . 
•C0 14377. 

• CO60472 . 

• 6532 

•C012399B 

• C0 124998 

• C0 145996 
•C0 14806. 

• C0 10750 . 

• C0 10444 . 
•CO60302 

• C021697 

• C061991 

• C061598 . 

• C025953 

• C024947 



$4.50 
$4.50 
$4.50 
$4.50 
$4.50 
.$4.50 
$4.50 
$4.50 
$4.50 
$4.50 
. $4.50 
.$4.50 
. $8.50 
$9.50 
$15.00 
$15.00 
$20.00 
$9.95 
$15.00 



1050 Track Zero 
Sensor Assy. $8.50 

850 INTERFACE 

12 Piece Chip set. 
Includes all plug in 
IC's except ROM. 
Replacement fixes 
vast majority of 850 
failures $19.50 



THE BOOKKEEPER 
AND CX85 KEYPAD 

You get both Atari's 8 bit $ H Q 95 
professional bookkeeping |y 
system and the handy CX85 4 DISK 
numeric keypad for one low opy 
price. Packages Factory sealed. 



VISICALC 

SPREADSHEET 

Unleash the computing power 
of your 8 bit Atari withVisicalc. $ H Q95 
Compute everything from home ' w 
finances to high powered f inan- Dl SK 
dai projections. Hundreds of uses. 



Super DataBase 1-2-3 

INNOVATIVE PRODUCT CREATES 
AMAZING DATABASE APPLICATIONS 
EVEN IF YOU HAVE NO 
PROGRAMMING SKILL. ONCE YOU 
CREATE A PROGRAM WITH SUPER 
DATABASE IT BECOMES A 
STAND-ALONE APPLICATION THAT 
RUNS ON ITS OWN. -GENERATE" 
YOUR OWN PROGRAMS TO KEEP 
TRACK OF EVERYTHING. INCLUDES 
137 PAGE MANUAL - 3 DISKS $59.95 

PRODUCTIVITY SOFTWARE 

• Small Business INVENTORY $14.95 

• AUTO MAINTENANCE . . . $14.95 

• REAL ESTATE RECORDS $14.95 

• MEMBERSHIP RECORDS $14.95 

• APPOINTMENT PLANNER $14.95 

• HOME INTEGRATOR $17.95 

AMERICAN EDUCATIONAL 
A+ SPELLING (3 DISKS) .... $19.95 
A+ LEARN TO READ (3 Disks) $19.95 
A+ READING Comprehension $19.95 

COMPUTER BOOKS 

atari playground workbook $5.95 
hackerbook tricks a tips .. . $5.00 

inside atari basic $5.00 

atari basic ref. manual $5.00 

how to atari 6502 program . $5.00 

programmers ref. guide $14.95 

assembly language guide . . $21.95 

xe users handbook $21.95 

xl users handbook $21.95 

atari basic faster & better $21.95 

your atari computer $17.95 

sams service manual for the 
8oo,8ooxl 1 i3oxe,io5o or 400 . . $24.95 ea 
520st sams service manual . . $37.50 

PR: CONNECTION 

SERIAL / PARALLEL INTERFACE 
FOR CONNECTING MODE: MS AND 
PRINTERS $62.00 

MISCELLANEOUS 

600XL 64K UPGRADE KIT $29.95 

13 PIN SERIAL I/O CABLE $4.50 

SPECIAL - 3 I/O CABLES FOR $10.00 

ACE JOYSTICK $7.95 

U.S. DOUBLE R $27.50 

400 BOARD SET (W/O Kytxf) $22.95 
PADDLE CONTROLLERS... $9.95 
REV. "C" BASIC ROM IC . . . $15.00 

RAMBO XL w/o RAM IC's $27.50 

850 or PR MODEM CABLE . . $14.50 
850 or PR PRINTER CABLE . . $14.50 
8-BIT MONITOR CABLE .... $9.95 

PRINTER INTERFACE $43.95 

I/O T3 PIN PC CONNECTOR . . $4.50 

800XL RF MODULATOR $9.50 

^ANIMATION STATION $74.95 



CALL TOLL FREE 
1-800-551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 



CARTRIDGES 

For XL's/XE's 800/400 

P AC- MAN Cartridge $4.00 

DONKEY KONG Cartridge $5.00 

DELUXE INVADERS Cartridge $4.00 

STAR RAIDERS Cartridge $5.00 

JOURNEY TO THE PLANETS Cart. $4.00 
BARNYARD BLASTER Cartridge $19.50 

BALLBLAZER Cartridge $17.50 

LODE RUNNER Cartridge $19.50 

GATO Cartridge $19.50 

ONE on ONE BASKETBALL Cart. $17.50 

NECROMANCER Cartridge $17.50 

FOOTBALL Cartridge $14.95 

STAR WARS - Return of the Jedi . . $9.95 

GORF Cart. 800/400 Only $4.00 

MILLIPEDE Cartridge $10.00 

PLATTER MANIA Cart, by Epyx . . $7.50 
CAVERNS OF MARS Cartridge . . $12.50 

PENGO Cartridge $12.50 

EASTERN FRONT Cartridge $12.50 

TURMOIL Cartridge $5.00 

ADVENTURE CREATOR Cartridge $12.50 
SILICON WARRIOR Cartridge .... $12.50 
MATH ENCOUNTER Cartridge . . . $12.50 
BASIC LANGUAGE Cartridge . . . $15.00 
Editor/ Assembler Cart. (No Manual) $9.95 
PILOT LANGUAGE PACKAGE . . . $17.50 

SPARTADOS-X Cartridge $59.95 

ACTION O.S.S Cartridge $55.00 

ACTION TOOL KIT DISK $19.95 

ACTION RUN TIME (DISK) . . . $19.95 
MAC-65 O.S.S. Cartridge .... $55.00 

MAC-65 TOOL KIT DISK $19.95 

BASIC XE Cartridge $55.00 

R-TI ME 8 Cartridge $47.95 

EXPRESS! New Cartridge version $67.95 

SPINNAKER EDUCATIONAL CARTRIDGES 

KINDERCOMP Cartridge $8.75 

FRACTION FEVER Cartridge . . . $8.75 

FACEMAKER Cartridge $8.75 

ALPHABET ZOO Cartridge $8.75 

UP FOR GRABS Carfridge $8.75 

ALF IN THE COLOR CAVES Cart. $8.75 

DELTA DRAWING Cartridge .... $8.75 

STORY MACHINE 800/400 only $8.75 

LINKING LOGIC (Fisher- Price) Cart $8.75 

GRANDMA'S HOUSE (Disk) $8.75 

HOT DISK TITLES 

BEST SELLERS / LOW PRICES 

• LEADERBOARD BONUS PACK $19.95 

• GUITAR WIZARD $14.95 

• BLAZING PADDLES (Graphics) $14.95 

• GHOSTBUSTERS $9.95 

• SEVEN CITIES OF GOLD $9.95 

• LORDS OF CONQUEST $9.95 

• ONE ON ONE BASKETBALL . . $9.95 

• RACING DESTRUCTION SET . . $9.95 

• VIDEO TITLE SHOP (64K) $14.95 

• CHESSMASTER 2000 $12.50 

• ALTERNATE REAUTY THE CITY $12.50 

• ALTERNATE REAUTY DUNGEON $12.50 

• TOMAHAWK (64K) $12.50 

• PINBALL CONSTRUCTION SET $12.50 

• 221-B BAKER STREET (64K) $12.50 

• MUSIC STUDIO $12.50 

• MUSIC CONSTRUCTION SET . . $12.50 

• F-15 STRIKE EAGLE $14.95 

• TOP GUNNER COLLECTION . . . $14.95 

• SILENT SERVICE $14.95 

• KENNEDY APPROACH $14.95 

• • INFOCOM • • 

• WISHBRINGER $14.95 

• MOONMIST $14.95 

• SPELLBREAKER $14.95 

• SEA STALKER $9.95 

• HOLLYWOOD HIJINX $14.95 

• PLANETFALL $19.95 

• STATION FALL $14.95 

• INFIDEL $14.95 

• LURKING HORROR $14.95 

• CUT THROATS $14.95 

• BALLYHOO $14.95 

• SUSPENDED $14.95 

• WITNESS $14.95 

• HITCH HIKERS GUIDE $14.95 

• ZORK 1 $14.95 

• DEADLINE $19.95 

• FOOBLITSKY $12.50 

DISK BARGINS 

• MOONSHUTTLE $4.95 

• SPIDERMAN $4.95 

• ULYSSES & THE GOLDEN FLEECE $4.95 

• HUMAN TORCH* THE THING ... . $4.95 

• TECHNA-COLOR DREAM $4.95 

• ALIEN AMBUSH $4.95 

• REAR GUARD $4.95 

• ROCKET REPAIRMAN $4.95 

• SPEED KING $4.95 

• THE LAST V-8 $4.95 

• PATHFINDER $4.95 

• MATCH RACER $4.95 

• STRATOS $4.95 

• WOMBATS 1 $4.95 

• FREAKY FACTORY $4.95 

• ZORRO $9.95 

• CROSSCHECK $7.50 

.•THE GAMBLER $7.50 



Disks-XL'^XE's/800 

NEWSROOM (1050 or XF551-64K) $13.50 

GHOSTBUSTERS Disk $9.95 

SEVEN CITIES OF GOLD $9.95 

RACING DESTRUCTION SET . . $9.95 

ONE ON ONE BASKET BALI $9.95 

LORDS OF CONQUEST $9.95 

LEADERBOARD Double Pack . . $19.95 

F-15 STRIKE EAGLE Disk $14.95 

TOP GUNNER COLLECTION . . . $14.95 

SILENTSERVICE Disk $14.95 

KENNEDY APPROACH Disk ... . $14.95 

NATO COMMANDER Disk $14.95 

S.A.T. MATH $17.95 

S.A.T. VERBAL $17.95 

VISICALC Spreadsheet $19.95 

BOOKKEEPER & CX85 KEYPAD . $19.95 

MASTER CHESS Disk $5.00 

FORT APOCALYPSE Disk $7.50 

LA. SWAT $7.50 

ELECTRA-GUDE Disk $7.50 

MIND MAZES (Educational) $7.50 

FAMILY FINANCE Disk by Atari . . $9.95 
COUNTING & ADDING with Tink . . $9.95 

VIDEO VEGAS Poker & Slots $9.95 

ACTION BIKER $8.75 

KICK START $8.75 

MONEY TOOLS (Financial Utility). . $9.95 

DIG DUG Disk $9.95 

REPTON Disk $9.95 

PUZZLE PANIC Disk by Epyx .... $9.95 

CEST'E LA VE Disk $9.95 

WOMPER STOMPER Disk $9.95 

OU N EMERALD (Jr.. Adv.) $9.95 

MOVIE MAKER (Graphics) $9.95 

FINANCIAL COOKBOOK $9.95 

CYCLE KNIGHT $9.95 

SONGWRITER $9.95 

CHESSMASTER 2000 $12.50 

PINBALL CONSTRUCTION SET $12.50 
TEDDY BEAR Rainy Day Games $12.50 

BRIDGE 4.0 $12.50 

PEGAMMON $12.50 

MUSIC STUDIO $12.50 

MUSIC CONSTRUCTION SET . . . $12.50 

HOTEL ALIEN $12.50 

FOOBLITSKY Disk / Board Game $12.50 
CASTLE WOLFENSTEIN Disk . . . $12.50 
BEYOND CASTLE WOLFENSTEIN $12.50 

TEMPLE OF APSHAI $12.50 

ALI-ANTSDisk $12.50 

MOUSE QUEST Disk (64K) $12.50 

ELECTRONIC DRUMMER Disk . . $12.50 

STOCK MARKET Game $12.50 

PIRATES OF THE BARBARY COAST $12.50 

NICKERBOCKER Disk $12.50 

BOULDER DASH Construction Set $12.50 
12 SCOTT ADAMS ADVENTURES $12.50 
GOLDEN OLDIES (4 Classic Games) $9.95 
MIND SHADOW Adventure 64K . . $14.95 
HACKER Adventure by Activision $12.50 

SEA STALKER Adventure $9.95 

CONFLICT IN VIETNAM $14.95 

DECISION IN THE DESERT $14.95 

CRUSADE IN EUROPE $14.95 

SPITFIRE ACE $14.95 

GUITAR WIZARD (Music Tutor) . . $14.95 
BLAZING PADDLES (Graphics) . . $14.95 

BANK STREET WRITER $17.50 

CUT & PASTE W.P. Disk $17.50 

SCHEMATIC DESIGNER $24.95 

THESCANALYZER $29.95 

Advanced Protection Techniques $24.95 

BASIC TURBOCHARGER $23.95 

YOUR ATARI COMES ALIVE . . . $23.95 
SPARTADOS CONST. SET ... . $27.50 

SPART ADOS Tod- Kit $27.50 

UK DATA PERFECT Database . . . SCALL 
PRINT SHOP $39.95 

SSI QUALITY SIMULATIONS 

SSI Rebel Charge at Chickamauga $14.95 

SSI SHILOH $14.95 

SSI THE ETERNAL DAGGER .... $14.95 
SSI BATTALION COMMANDER . . $14.95 

SSI PANZER GRENADIER $14.95 

SSI FIELD OF FIRE $14.95 

SSI WIZARDS CROWN $14.95 

SSI GEMSTONE WARRIOR $14.95 

SSI PHANTASIE $19.95 

SSI PHANTASIE II $19.95 

SSI SONS OF LIBERTY $19.95 

SSI U.S.A.A.F : $19.95 

SSI WARSHIP $19.95 

DATASOFT DISKS 

VIDEO TITLE SHOP 3 DISK BONUS PACK 
Contains VTS + 2 Companion Disks $14.95 
ALTERNATE REALITY (The City) $12.50 
ALTERNATE REAUTY The Dungeon $12.50 

SARACEN Disk $9.95 

GUNSLINGER Disk (64K) $9.95 

TOMAHAWK Helicopter Game 64K $12.50 
THEATER EUROPE War Game . . $12.50 

BRUCE LEE Disk $12.50 

MERCENARY Disk $12.50 

MERCENARY 2ND CITY DISK . . $12.50 

THE GOONIES Disk $12.50 

CONAN Disk $12.50 

221-B BAKER STREET (64K) . . . $12.50 
221-B BAKER ST. Case Library 1 $9.95 
221-B BAKER ST. Case Library 2 $9.95 
Napolean in Russia (Borodino 1812) $12.50 
. BISMARCK $12.50 



I AMERICAN TECHNA-VISION 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.s. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No 
personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders under 
$150.00. Add $3.30 for C.O.D. orders. In Canada or P.R. total $7.00 for shipping 
and handling. Foreign shipping extra. Calif, residents include 7 V4% sales tax. All 
products new and guaranteed. All sales final. Send S.A.S.E for free catalog. 

Prices subject to change w&vxit notice. Atari is a reg. trademark or Atari Corp. 
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COMPUTER SOFTWARE SERVICES 

P.O. BOX 17660, ROCHESTER, N.Y. 14617 
ATARI* PHONE (716)586-5545 



DEALER/DISTRIBUTOR/USER GROUP Discount available call for info. 
PHONE orders • MASTER CARD, VISA MAIL • Money Orders, Checks 

'SHIPPING! Add $5 for Shipping/Handling/lnsurance within the U.S.A. 
UPS BLUE LABLE (2nd DAY AIR) available for $3 extra per shipment 



CALL TODAY! (716) 586-5545 
9 am - 5pm (EST) WEEKDAYS 



BRAND NEW ITEMS 



$19995 The "BLACK BOX" 



$19995 



The Black Box is a device for your XL or 130XE computer that 
adds tremendous power to your 8-bit Atari. It has two buttons, 
two switches, and a set of dip switches visible from the outside. It 
plugs directly into the back of the 600XL, 800XL, and 130XE 
computers. Custom cases may be an optional expense. The 
Black Box performs three main tasks: interface to a SASI/SCSI bus 
device (hard disks), Parallel printer port, and a RS232 port. A 
fourth option, available soon, will be a floppy disk port, especially 
useful to XF-551 owners. The SASI/SCSI port provides the 
necessary signals for hooking up most common hard disks, You 
may partition your hard disk into as many drives as you wish; up to 
9 can be accessed at at time. By pressing one of the buttons on 
the Black Box, you will enter the configuration menu, where you 
can re-assign drive numbers, etc. When you exit, you will be right 
back in the program you were running when the switch was 
pressed. Each hard disk can be write-protected. The Parallel 
Printer port will allow you to hook up any printer that uses the 
standard Centronics interface. As an option, you can use the 
computer's extra memory as a printer buffer, or order the Black 
Box with 64K of on-board RAM. You may assign printer number 
and line-feed options within the menu (for use with multiple 
printers). Another amazing feature of the Black Box is the built-in 
screen dump. By pressing a button (on the box), the contents of 
your screen will be dumped to your printer (you can define text 
or graphics modes with a switch)! The RS232 port supplies the full 
RS232 spec signals for connection to a modem, or another 
machine (for null-modeming). The handler for the Black Box' s 
modem port is built in and takes up NO memory! The port 
handles rates up to TRUE 19.2K BAUD! A future upgrade for the 
Black Box is a floppy disk interface board. This will allow the 
addition of up to four 5.25" or 3.5" mixtures of floppy drives to be 
used with the system. The drives will act like standard 
single/enhanced/double density disk drives, but MUCH faster! All 
drives will be Super Archiver compatible, and support up to 2 
sides of 80 tracks. Along with this hardware upgrade will come 
software capable of reading, writing, and formatting disks in IBM's 
MS-DOS format and the Atari ST format, and allow you to transfer 
files between those disk formats and the Atari's format. In 
addition , a machine language monitor has been added to allow 
memory disassembly, memory/register changes, and more. The 
Price of the Black Box is $199.95 for the basic unit and $249.95 
with 64K of RAM (for printer spooler) plus $8 for S/H/l. An optional 
custom BLACK BOX case is available for $39.95 extra. 

$19995 The "MULTIPLEXER"!® $19995 

This device brings the power and flexibility of larger systems to 
your 8-bit. The Multiplexer is a device (actually a collection of 
modules) that allow up to 8 Ataris to read and write to the same 
drive (typically a hard disk), printer, and talk to each other. One 
"master* computer (any 8-bit) is equipped with the master 
Multiplexer interface. Then up to 8 "slave" computers can hook up 
to the master, each having their own slave interface. The 
"common" peripherals (things that are to be shared) are 
connected to the master computer. On each slave, all disk and 
printer I/O is routed through the master, so no drives are needed 
them. The master computer can be configured in any manner 
you wish - you can for example have certain peripherals "local" to 
the slave, or routed to a different number on the master. Under 
development is a BBS system that will make full use of this device, 
allow ing up to 8 lines/users to be using the system at the same 
time! A mutiuser chat mode is a feature of this program, however, 
you do not NEED this program to run a BBS with the Multiplexer 
(but be warned that not all BBS programs will run concurrently). 
All slaves are independent, and do not need to have the same 
program running on them. This system is excellent for BBS SysOps, 
because you can be using your hard disk(s) while still running your 
BBS uninterrupted! Another example is in a classroom situation, or 
anywhere a disk needs to be shared by different people. This is 
an EXCELLENT programming/debugging tool as well! The 
Multiplexer price is $199.95 for a master and two slave units (plus 
$5 S/H/l). Additional slave units are $69.95 each. 



$2995 "XF551 ENHANCER!"© $2995 

The XF551 Atari drive is a fine product with one major flaw. ..It 
writes to side TWO of your floppy disks BACKWARDS. This causes 
read/write incompatibility problems with all other single sides 
drives made for Atari such as Indus. Trak, Rana, Percom, Astra. 
Atari 1050. Atari 810, etc. Add the XF551 ENHANCER to the new 
XF551 drive and your problems are over! This device will restore 
100% compatibility while retaining original design qualities of 
Atari's super new drive. The XF551 ENHANCER is a MUST for all 
XF551 Owners. Installation is simple. Only $29.95 plus $4 S/H/l. 

$9995 The "POWER PLUS"!© SiSSS $9995 

(for800XL'S and 130XE's only) 
C.S.S. has made the "Power Plus"! memory upgrades available 
on an "unadvertised" basis to our regular patrons. These 
upgrades have become so popular we are now making them 
available to everyone! For those of you unfamiliar with'Power 
Plus"! upgrade, it is the most COMPATABLE upgrade available for 
the 800XL or 130 XE. All other upgrade kits have some degree of 
INCOMPATABILITY with certain software programs. C.S.S. studied 
this problem and developed the POWER PLUS upgrade which, to 
the best of our knowledge, appears to be 100% compatible. To 
upgrade a 130XE to 320K is only $99.95. To upgrade an 800XL to 
320K is only $149.95 (circuitry from a 130XE is actually 
transplanted into the 800XL). Add $5 for S/H/l. C.S.S. will install 
these upgrades for only $20 if you wish. 



NEW! OUR 24 HR. BBS! 
1 (716) 247-7157| 1 

For product information, WEEKLY SPECIALS, informative 
discussions on new products, theories, products you'd like to 
see developed, and used items for sale or trade. CALL (716) 
247-7157 24 hrs. This BBS also features multi-user "CHAT" 
capabilities thanks to our new 'MULTIPLEXER"! which allows 
multiple user and BBS boards to be linked so several callers can 
share boards or talk to each other simultaneously! CALL (716) 
247-7157 for BBS only. For VOICE orders or repairs, please call 
our normal Hot Line number (716) 586-5545. 
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$69»5 The "SUPER ARCHIVER"!® $69»s 

The new SUPER ARCHIVER. obsoletes all copying devices currently 
available for the ATAR1 1050! It eliminates the need for Patches, PDB 
files, Computer Hardware, etc. Copies are exact duplicates of 
originals and will run on any drive; without exaggeration, the SUPER 
ARCHIVER is the most powerful PROGRAMMING/COPYING device 
available for the 1050! Installation consists of a plug-in chip and 6 
simple solder connections. Software included. Features are: 

• ARCHIVER/HAPPY ARCHIVER 

• COMPATIBLE 

• BUILT-IN EDITOR-reads, writes 
displays up to 35 sectors/track short 

• BUILT-IN CUSTOM FORMATTER 
up to 40 sectors/track 

• BUILT-IN DISASSEMBLER 

• BUILT-IN MAPPER-up to 42 
sectors/track 

• DISPLAYS/COPIES Double Density 
HEADERS 

• AUTOMATIC FORMAT LENGTH 
CORRECTION 

• SIMPLE INSTALLATION 



•TRUE DOUBLE DENSITY 

• ULTRA-SPEED read/write 

• FULLY AUTOMATIC COPYING 

• SUPPORTS EXTRA MEMORY 

• SCREEN DUMP to printer 

• TOGGLE HEX/DEC DISPLAY 

• SECTOR or TRACK TRACING 

• AUTOMATIC DIAGNOSTICS 

• DISPLAYS HIDDEN PROTECTION 

• ADJUSTABLE/CUSTOM 
SKEWING 

• AUTOMATIC SPEED 
COMPENSATION 

• AUTOMATIC/PROGRAMMABLE 

• PHANTOM SECTOR MAKER 



The SUPER ARCHIVER is so POWERFUL that only programs we 
know that can't becopied are the newer ELECTRONIC ARTS and 
SYNFILE/SYNCALC (34 FULLsectors/track). If you want it ALL.. .buy 
the "BIT-WRITER"! also... then you'll be able to copy even these 
programs! Only $69.95 plus $5 S/H/l. 

JUST RELEASED 

$9995 The "SUPER ARCHIVER II"!® $9995 
(for ATARI 1050 drives) 

NOW! COPIES all ENHANCED DENSITY programs plus retains all 
of the features of our World Famous SUPER ARCHIVER! (see 
above). Allows you to COPY or CREATE single or ENHANCED 
density protection schemes (including PHANTOM SECTORS!). 
Completely automatic; compatible with the BIT-WRITER I; the 
ULTIMATE BACKUP/PROGRAMMING device! Only $99.95 plus $4 
S/H/l. NOTICE! If you already own a SUPER ARCHIVER!, you can 
upgrade to a SUPER ARCHIVER II for only $29.95 plus $5 S/H/l 
(disk only-no additional hardware required). 

$6995 The "ULTRA SPEED PLUS"!© $6995 

Imagine a universal XL/XE Operating System so easy to use that 
anyone can operate it instantly, yet so versatile and powerful that 
every Hacker, Programmer and Ramdisk owner will wonder how they 
ever got along without it! Ultra Speed Plus puts unbelievable speed 
and convenience at your fingertips. Use ANY DOS to place an 
ULTRA SPEED format on your disks, boot any drive (1-9) upon 
power-up, format your RAMDISK in Double Density, activate a built- 
in 400/800 OS for software compatibility, plus dozens of other 
features too numerous to mention! Below are just a FEW features 
you'll find in the amazing OS: 

• ULTRA SPEED SI0 for • Built in RAMDISK 
most modified drives configuration editor^ 

■ ULTRA SPEED is 
toggleable 

• Boot directly from 
RAMDISK 

• Special timer circuits 
not required for 1 or 2 
Meg upgrades 

• Background colors 
adjustable 

• Reverse use of 
OPTION key 

• Cold-start without 
memory loss 

• Built-in floppy/disk 
configuration editor (1-9) 

$3995 The "RICHMANS"!© $3995 
80 Colum Word Processor 
Easy to use, very powerful, and NO ADDITIONAL HARDWARE 

required! Works with TV or Monitor! This "DISK ONLY" 80 Column 
Word-Processor is simple to use while offering numerous features 
such as: 



nfiqur 
\MDISK exactly 
duplicates floppy drive 
so sector copying and 
sector editing are now 
possible 
•Built-in MINI Sector 
Copier 

• Toggle SCREEN OFF 
lor up to 40% increase 
of processing speed 

• Toggle internal BASIC 

• Ram resident disk 
loader program 
(MACH10 menu) 



• DOUBLE DENSITY 
RAMDISK capable 

• Entire MEMORY test 
that pinpoints defective 
RAM chip 

• Boot any drive (1-9) 
upon power-up or cold- 
start 

• Supports memory 
upgrades up to TWO 
MEGABYTES 

• THREE Operating 
Systems in one 
(XUXE, 400/800, 

Ultra speed plus) 



• Insert and Delete 

• Search Mode 

• View only mode 

• Memory Statistics 

• Alternate Output 

• Change screen Colors, borders, 
luminesce 

• Mouse compatible 

• XEP-80 Compatible 



• Completely Menu driven 

• Self contained DOS 

• Complete Text formatting 

• Built-in Printer Drivers 

• Page numbering 

• Justify and Endfill 

• High speed Cursor 

• Spell Checker 

• 80 COLUMNS ON THE 
SCREEN! 

One expert has compared 40 domestic and foreign word- 
processors and concluded that the RICHMANS 80 Column 
Word-Processor is the best! Only $39.95 plus $5 S/H/l. (64K 
required). 



The "Bit- WRITER"!® 



$7995 

The Super Archiver "BIT-WRITER"! is capable of duplicating even the 
"uncopyable" EA and SYN series which employ 34 FULL sectors/track. 
The "BIT-WRITER"! is capable of reproducing these and FUTURE 
protection schemes of non-physically damaged disks. Simple 
installation... PLUG-IN circuit board and 4 simple solder connections. 
The "SUPER ARCHIVER" with the "BIT-WRITER"! is the ultimate 
PROGRAMMING/COPYING device for Atari 1050 s. EXACT 
DUPLICATES of originals are made! Copies run an ANY drive. Must be 
used with Super Archiver. Only $79.95 plus $5 S/H/l. 



The "QUINTOPUS "!© $3995 



$3995 

The "QUINTOPUS"! is an inexpensive device that provides a 
tremendous amount of convenience while eliminating the problems 
associated with the endless "daisy-chaining" of peripherals (eg: drives, 
interfaces, printers, modems, cassettes, etc.). The "QUINTOPUS"! is 
an I/O port expander that converts a single I/O output/input into five 
additional outputs/inputs. Instead of daisy-chaining all your peripherals 
(which often times results in passing a signal through 30 feet or more 
of cable!), the "QUINTOPUS"! allows each device to be connected 
directly to the computers through only three or four feet of cable. This is 
particularly useful when attempting to use ULTRASPEED or 
WARPSPEED data transfer rates. The "QUINTOPUS"! also provides 
the "extra" I/O ports often needed to connect devices not having daisy- 
chaining capabilities. Cable resistance and compacitance are greatly 
reduced thereby significantly improving the opportunity of accurate 
data transfers! Only $39.95 plus $5 S/H/l. SIO cable is $5 extra if 



needed. 



$5995 



$5995 



The "QUINTOPUS"!® 

(with SWITCHABLE PORTS!) 

This Deluxe version of the "QUINTOPUS!" has all of the above features 
with the additional benefits of two SWITCHABLE PORTS! This means 
you can connect two computers to one printer or two printers to one 
computer; you can switch in a computer/printer combination and while 
you're printing out a long document, switch in a second computer to 
access a modem, disk drive, cassette deck, etc! Switch multiple 
combinations of peripherals or computers without the hassle or re- 
arranging I/O cables. ..simply flip a switch! Only $59.95 plus $5 S/H/l. 
SIO cable is $5 extra if needed. 



HARD DRIVE SPECIALS 



COMPLETE Hard Drive Systems from C.S.S. include the BLACK 
BOX, power supply, logic board, controller, DOS, cables and assorted 
software! All systems are wired, preformatted and have sample 
programs on them. Simply take it out of the box, plug it in and 
BOOT.. ..no hassles! We currently stock 5 MEG to 80 MEG systems 
ranging from $495 to $895. Sizes range from 3 1/2 inch. 5 1/4 inch, to 
8 inch industrial quality. Call! 

Controllers available separately from Xebec, Adaptec, Seagate. 
Konan, and Western Digital. Call for pricing. 

SPECIAL-SPECIAL! 5 MEG REMOVABLE disk Hard Drive — BRAND 
NEW — only $495 complete! Hard Drive sold separately in limited 
quantities for only $99.95. Excellent for backing up larger HD systems! 
(Original drive cost was $1100!) 



LIMITED SPECIALS 



These specials are available on a first come first served basis. Pre- 
owned items are in exceptionally clean condition and are in 
perfect operating order. All items are warrantied. Sorry .. 
rainchecks. Order 5 or more items and we'ill pay the freight 
These SPECIALS are for C.S.S. customers only - NO DEALER 
DISCOUNTS! Add $5 to order for S/H/l. 







NORMALLY 


LIMITED 


1. 


130XE with 320K POWER PLUS 






SPECIAL 




upgrade and Ultra Speed Plus installed 












(with power supply and cable) 






$ 


250 


2 


1050 DISK DRIVES with SUPER ARCHIVER II 












and SILENCER installed (with 












power supply and cable) 






$ 


250 


3. 


SUPER PILL (without case) 


$ 


80 


$ 


22 


4. 


ULTRA MENU/DOS 


$ 


30 


$ 


19 


5. 


DISKCRACKER (Newest version) 


$ 


50 


$ 


19 
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ELECTRONIC PHANTOM 












SECTOR MAKER DELUXE 


S 


60 


$ 


35 


7. 


IMPOSSIBLE for 800 or 800XL 


$ 


150 


$ 


69 


8. 


KLONE II (Generic HAPPY Backup) 


$ 


100 


$ 


75 
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SILENCER 


$ 


30 


$ 


19 


10. 


BLACK PATCH (MASTER) 


s 


50 


$ 


25 



REPAIRS 



For 24-48 hour repair service on Atari computers or drives, call our 
repair department at (716) 586-5545 day or night. All work is 
guaranteed, NO minimum estimate fees; if you have two or 
more items for repair and don't want to spend any money 
send them to us and we'll use the parts from both defective 
items to make one good working unit at NO CHARGE ... we' 
keep the other defective item for parts! 
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EDITORIAL 



/ would like to commend you on your decision to 
continue publishing Antic Magazine. Like many others, 
you are probably feeling a tremendous amount of eco- 
nomic pressure to stop supporting the 8-bit Atari comput- 
ers — j U st as I am feeling pressure to move to a 1 6-bit 
computer As long as you continue to publish Antic, I 
feel I can continue to resist. 

I have been using an 8-bit Atari since the early 1980s. 
I bought it for its entertainment value, as well as for its 
more practical capabilities. I feel that my personal and family computer de- 
mands will never be too much for the Atari. And I hope that both Antic and 
my 8-bit will age gracefully into the distant future. 
Joseph Chiko 
Darien, IL 

This much-appreciated letter from Mr. Chiko is fairly typical of many 
reader communications Antic has received in recent months. We have got- 
ten used to hesitant phone voices saying breathlessly, "Oh, you're still here! 
Is Antic going to continue? I've been hearing these rumors..." 

Well, despite any confusing rumors while readers got used to Antic's 
new every-second-month publishing schedule, we are still hard at work 
supporting the great classic Atari 8-bit personal computers. 

You see, unlike the big corporations and publishing conglomerates that 
shut down their Atari publications, Antic Publishing Inc. is not run by bean- 
counters who don't really care about individual readers. Because we don't 
have a huge corporate overhead to pay for, we are willing and able to keep 
putting out Antic Magazine plus Disk even if it only makes a small profit. 

There will be an Antic just as long as enough enthusiastic Atari 8-bit 
users are still out there to support the magazine. And recently there have 
been some encouraging surprises. For example, in this issue you'll even 
find some new advertisers offering 8-bit products. Also, the Antic Software 
Grab-Bag discount offer has also been a big success and will continue. 

Our Super Disk Bonus software is becoming more complex and ambi- 
tious too. The Antic Disk remains your best regular source of new 8-bit 
programs. Some of the exciting, powerful 8-bit software you'll find on up- 
coming Antic Disks includes — Minature Golf Plus (a former commercial 
release), a new desktop publishing program and fancy fonts, a vast sequel 
to the original Text Adventure game, new programs from the author of Ant- 
ic Music processor, an exclusive add-on module for Atari BASIC, a player 
design editor in fast machine language, and much more. 

There's no doubt that Antic must move towards becoming primarily a 
magazine for disk subscribers. So don't risk not finding your Antic at a 
convenient newsstand — subscribe now and tell your Atarian friends to 
subscribe too. Support Antic advertisers and be sure to tell them you're 
buying because you saw it in Antic. If you want the many more years of 
use that your 8-bit Atari is capable of, it's up to you to help Antic keep up 
the good work. 

Nat Friedland 
Editor, Antic 
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1050 Belts 

Here at Cottonwood Computers, 
we would like to offer assistance to 
the I/O writer in the Febru- 
ary/March 1990 issue who was 
looking for drive belts for an Atari 
1050. We have a few 1050 drive 
belts in stock, at $5 apiece. We can 
be reached from 9 am to 5 pm Pa- 
cific Time, Mondays through Fri- 
days, at the address below. 

Stacey Ristagno 

Cottonwood Computers 

P.O. Box 818 

Cottonwood, CA 96002 

(916) 347-0416 

Another helpful reader called to 
say that he 'd managed to get a re- 
placement belt from Computerland 
— the belt was actually designed 
for an older IBM drive, but has 
worked fine with the 1050 since. 
Also, Best Electronics carries many 
parts for Atari products, including 
belts for those older drives. In fact, 
according to Best, they carry belts 
for two different versions of the 
1050 drive, the Tandon ($4.50) 
and World Storage ($6. 75) drives. 
Best Electronics is at 2021 The 
Alameda, Suite 290, San fose, CA 
95126. (408) 243-6950.— ANTIC 
ED 



Sound Advice 

It's a shame that you've gone bi- 
monthly, but the December/January 
disk showed you still have good 
programs. Naval Battle was excel- 
lently programmed — and a lot of 
fun. Your Sound Creator is excel- 
lent — so how about telling us 
how to use it in our own programs, 
or having someone send in a syn- 
thesizer? 

Also, there are a few errors in 
Sound Creator which are very an- 



noying. If you make a mistake 
when typing the filename while 
loading or saving, you will get an 
error message. Worse, you can't 
save your waveform, and have to 
reboot to load a new one. To cor- 
rect this, you need to add CLOSE 
#2 to lines 5900 and 6900, as fol- 
lows: 

5900 PRINT "Error in Save" :FOR 
1=1 TO 100 :NEXT I :TRAP 40000 
:CLOSE #2:GOTO 1020 

6900 PRINT "Error in Load" :FOR 
1=1 TO 100 :NEXT I :TRAP 40000 
:CLOSE #2:GOTO 1020 

If the file is too short (say you 
accidentally press [RETURN] or 
something) the program will crash. 
To prevent this, just add a TRAP 
1020 at lines 5001 and 6001. 

Michael Shawstad 

Moorhead, MN 



Epson Not Required 

The Antic Numerologist in your 
December 1989/January 1990 issue 
does not require an Epson- 
compatible printer for hard copies. 
It works rather well on a direct- 
connect Atari 1020 printer/plotter 
— in as many as four colors. It al- 
so works on a direct-connect Oki- 
mate 10 printer which simulates the 
Atari 1025 printer. And, by deleting 
some of the ? #1 statements in the 
program (without changing any line 
numbers), you can also print in 80 
columns. 

Michael Pascarelli 

Port Richey, FL 34668 

First Factorials 

When my daughter asked me a 
question about factorials, I thought 
I'd try to get the computer to do 



them in BASIC. You see, I'm not 
very proficient at programming — I 
like to putter around in BASIC, but 
I'm not likely to ever do more than 
write some simple spaghetti code. 
But, after some frustration, I did get 
the loop right and can produce a 
factorial. 

A factorial is a number times one 
less than itself times two less ... 
times one. For example, five facto- 
rial (written 5!) is 5*4*3*2*1 = 120. 
My code goes like this: 

5 DIM A$(l) 

10 ? "Pick a positive integer." 

20 INPUT P 

30 A=0:C=1 

40 FOR 1=1 to P 

50 A=A+1 

60 C=C*A 

70 NEXT I 

80 ? P;" Factorial is ";C 
90 ? "Want another? (Y/N)" 
100 INPUT A$ 

110 IF A$="Y" THEN GOTO 10: 
END 

The highest number you can en- 
ter before the answer starts coming 
out in scientific notation is 13!, or 
6,227,020,800. Above 68!, the result 
will be an ERROR 11 Numeric 
Overflow message. If you wanted 
to get fancy, of course, you could 
add some error trapping, and may- 
be use the routine in a more in- 
volved program. 

Perhaps this is old stuff, too easy 
for a lot of programmers, but I'd 
never seen it before and was proud 
to have come up with it. At least I 
enjoyed myself this evening. 

Richard Williams 

Pullman, WA 

WEFAX Kudos 

I have just completed the WE- 
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FAX decoder project that you pub- 
lished in the September, 1986 issue 
and I want to say that it works very 
well. I enjoy using it tremendously. 
The maps that I receive are very 
clear and I find them fascinating. 

For the benefit of your new 
readers, WEFAX are facsimile trans- 
missions on shortwave radio fre- 
quencies of weather maps and in- 
formation (among other things). 
Next, I am going to search for an 
RTTY or Baudot deocder so I can 
decode some of the text that is also 
available on shortwave. 

Eric Anderson 

Dover, DE 

For other readers who may still 
want to try this fascinating project, 
be aware that one essential part — 
theXR2211 chip — is no longer 
available from Radio Shack. Other 
sources that should carry the chip 
include: 

fDR Microdevices, 1224 S. Bas- 
com Avenue, San fose, CA 95128. 
(800) 538-5000, (800) 662-6279 in 
California. 

fameco, 1355 Shoreway Road, 
Belmont, CA 94002. (415) 592- 
8097. 

Radar Electric, 168 Western Av- 
enue W., Seattle, WA 94086. A 



Antic welcomes your feedback, but 
we regret that the large volume of 
mail makes it impossible for the 
Editors to reply to everyone. Although 
we do respond to ,as much reader 
correspondence as time permits, our 
highest priority must be to publish I/O 
answers to questions that are 
meaningful to a substantial number 
of readers. 

Send Letters to: Antic I/O Board, 
544 Second Street, San Francisco, 
CA 94107. 



DAISY-DOT III 

(desktop publishing) 

Roy Goldman 

2440 S. Jasmine 

Denver, CO 80222 

Requires minimum 48K memory, 

graphics printer 

(no price at press time) 

Daisy-Dot HI brings new power 
to 9-pin dot matrix printers. 
Though still giving users the high- 
quality proportional text output of 
the original Daisy-Dot and Daisy- 
Dot II, Daisy-Dot III now adds a 
new text managing system. The 
original programs required text to 
be pre-formatted ("printed to disk") 
with a word processor, but Daisy- 
Dot III will take simple "saved" text 
files and let you control all text for- 
matting such as margins, word 
wrap, line spacing, page breaks 
and tabs. Many of the useful fea- 
tures from Daisy-Dot II are still 
available, of course, such as center- 
ing, justification, underlining, and 
the ability to change fonts at any 
point. 

In addition, a new font format 
allows characters to be up to 32 X 
32 dots in size (as compared to the 
original 19 X 16 matrix) allowing 
for greater detail and improved def- 
inition. All fonts can be magnified 
both horizontally and vertically, 
great for headlines and special 
efects. Two programs to help you 
manipulate fonts are also included. 
The font editor has new features 
such as automatic lines, circle and 
boxes. The font utilities package 
lets you italicize fonts, convert Atari 
screen Fonts to Daisy-Dot III for- 
mat, and makes the magnified ver- 
sions of fonts. 

Daisy-Dot III supports all graph- 
ics-compatible Epson 9-pin printers 
and true compatibles, the Atari 
XMM801, and more. For more in- 



formation and details, send a self- 
addressed stamped envelope to the 
above address. 

STIK-GRIPPER 

(joystick accessory) 

Duggan DeZign Inc. 

300 Quaker Lane, Suite #7 

West Warwick, RI 02886 

(800) 843-1223 (orders) 

(401) 826-2961 

$18.95, joystick required 




Anchor your joystick for hot and 
heavy action. 



From Duggan DeZign comes 
STIK-GRIPPER, a solid steel joystick 
clamp designed to let hard-driving 
joystick jockeys operate any joy- 
stick with only one hand. The 
clamp adjusts to fit a wide variety 
of joysticks, and gives them that 
rock-solid arcade feel. It's particu- 
larly useful for games that require 
both joystick and keyboard control, 
such as flight simulators. The all- 
steel construction makes STIK- 
GRIPPER tough enough for really 
mgged play, while protective non- 
skid pads and caps protect your ta- 
ble top and joystick. And parents 
— with STIK-GRIPPER you'll never 
have to worry about your kids 
pulling the computer off the table 
by the joystick cord! 



APRIL/ MAY 1990 
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STAR NX- 1 500 MULTI-FONT 

(printer) 
Star Micronics 

200 Park Avenue, Suite 3510 
New York, NY 10166 
(212) 986-6770 
$529, interface required 




Advanced printing at an affordable 
price. 



From Star Micronics comes the 
NX-1500 Multi-Font printer, a new 
low-cost, wide-carriage 9-pin dot 
matrix printer. The printer's control 
panel lets users select and set al- 
most all commonly used functions, 
including NLQ fonts or draft mode, 
italic printing, pitch, typeface, 
micro-feed, top of form and buffer 



clear. The four resident fonts — 
Courier, Sanserif, Orator I and Ora- 
tor II — can be printed in pica, 
elite, condensed pica, condensed 
elite, and proportional sizes. The 
printer also features advanced pa- 
per handling capabilities, including 
paper park, bottom feed and an 
optional pull tractor. A 16K buffer 
is standard. In addition, Star claims 
that it's "the quietest printer in its 
price/performance category." 

AVUE 

(language & hardware) 
EXIT 

P.O. Box 25251 
Washington, DC 20007 
(202) RAM-9090 
$30 

Tired of that old, slow, Atari BA- 
SIC? Now AVUE (Analog Visual 
Utility Environment) gives you 
Pather, a new language 70 times 
faster than Atari BASIC. More, this 
fourth generational language has 
"self-programming" capabilities and 
requires little programming knowl- 



edge to use. Compact source code 
and reconfigurable object code 
save on memory as well. 

Additional hardware enhance- 
ments expand your 8-bit's abilities 
even further. An easy-to-install au- 
dio patch cord ($15 extra) plugs in- 
to joystick port 0 and connects to 
your stereo speaker lines at the oth- 
er end. AVUE's Audio demo pro- 
grams can give you a light show, 
adjusting your screen graphics to 
the stereo volume. Other possibili- 
ties include 20 voices on your 8-bit, 
drum-pad joysticks, or a variety of 
computerized controllers. Special 
introductory offer for Antic readers 
— $25 through June 15, 1990. For 
more information, send $3 for a 
catalog plus sample game disk. A 



New Products notices are compiled 
by the Antic staff from information 
provided by the products' 
manufacturers. Antic welcomes 
such submissions, but assumes no 
responsibility for the accuracy of 
these notices or the perfonnance of 
the products listed. 




AATART7800 



The Video Game Specialists 




ATARI A 5200 
GAME BOY- 



JUST A FEW EXAMPLES: 



NINTENDO: 




QENE8I8: 




Action Set 


$99.96 


16 Bit Syatam 


$179.95 


Paperboy 


$39.95 


Golden Axe 


$59.95 


Fetter 1 • QuMt 


$37.95 


Revenge of ShlnoW 


$59.95 


Jackal 


$34.98 


Championship Soccer 


$34.95 


SEQA: 




LYNX: 




M attar System 


$79.96 


Qama Syatam 


$189.95 


Spelicaeter 


$48.95 


Electrocop 


$37.95 


Wondarboy III 


$43.95 


Blue Lightning 


$37.95 


Altered Beast 


$42.95 


Rampage 


$39.95 


ATARI 2600: 




QAMEBOY: 




Qama Syatam 


$49.95 


Qama Syatem 


$89.95 


Bump N Jump 


$17.96 


Baseball 


$19.95 


Pacman Jr. 


$14.96 


Martoland 


$19.95 


Space Jocfcey 


$ 9.96 


Tennla 


$19.95 


PERSONAL ARCADE: 




ATARI 7800: 




Qama Syatam 


$59.96 


Qama Syatam 


$89.95 


Donkey Kong Jr. 


$14.96 


Dig Dug 


$16.95 


Centipede 


$14.95 


Food Fight 


$16.96 


Cabbage Patch Klda 


$19.95 


BallMazer 


$21.95 




Personal A rcade 
ATARI XE ■ 
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Starfield Invasion 

Fast-action game featuring a spectacular graphics technique 

By Norman Lin 




Shield EnerfytfO 
EneMies Left 
Level HuMber i i 
Cneny Speed » i 



Experience the 3-D thrills of this 
alien Invasion — and learn how its 
spectacular starfield display works. 
The BASIC type-in loader will pro- 
duce a machine language version of 
Starfield Invasion that runs on any 
8-bit Atari computer with disk drive 
or cassette. Assembly language 
programmers can examine the In- 
vasion source code on this issue's 
Antic Disk as an extra bonus. 



Unquestionably, computer 
graphics have improved 
remarkably over the past 
few years. New 1 6-bit 
computers clearly have more 
graphics capabilities than the first 8- 
bit Atari. This is not to say, howev- 
er, that impressive displays cannot 
be produced on our old 8-bits. In 
fact, the Atari's unique capability 
for easily accessed Display List In- 
terrupts can create striking screens, 
even by today's standards, The ac- 
companying game program, Inva- 
sion, utilizes the Atari's powerful 
DLI capability to create a realistic 3- 
D starfield. 

Type in INVASION.BAS, Listing 
1, check it with TYPO II, SAVE it 
to disk, then RUN it. You will be 
asked whether you want to put the 
program on Disk or Cassette. Type 
[D] for disk and press [RETURN]. At 
the prompt, put a freshly formatted 
disk with DOS 2 or 2.5 on it into 
drive 1. When you press [RE- 
TURN], the Invasion machine code 
will be created and saved on disk 
in an AUTORUN.SYS file. When 
the disk drive stops whirring and 
the program signals you that it has 
finished, you're ready to boot with 
the new disk in drive 1. Turn off 
your computer and remove all car- 
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tridges (XL/XE users hold down 
[OPTION]), and turn on your com- 
puter again. Invasion will automat- 
ically load and run. Disk users do 
not need to type in Listing 2. 

Antic Disk Users: The machine 
language version of Starfield Inva- 




FIGURE 1 Screen with Player Band 




FIGURE 2 Screen with Player Band 
and DLI 




FIGURE 3 Screen with Player Band and 
Three DLIs 



sion is on disk as INVASION.OBJ. 
To RUN this version, go to DOS 
and use DOS command C to copy 
the file onto another disk with Atari 
DOS 2.0 on it. (Users with only 
one drive use DOS command O to 
copy the file.) Rename the file 
AUTORUN.SYS, put the disk in 
drive 1, turn off your computer, re- 
move all cartridges (XL/XE users 



hold down [OPTION]), and turn the 
computer on. The program should 
load and run automatically. 

Cassette users also type in Listing 
1, INVASION.BAS, checking it with 
TYPO II. Save this program to cas- 
sette, then RUN it, and at the 
prompt respond that you wish to 
create a cassette. Then follow the 
instructions onscreen. Place a cas- 
sette into the recorder, position it, 
and press [RECORD] and [PLAY]. 
Note the counter number. After 
you press [RETURN], the program 
will write the Invasion machine 
code to the cassette. When the 
recorder stops, rewind the cassette 
back to the counter number you 
noted earlier. Then type NEW and 
press [RETURN]. Next, type in List- 
ing 2, CASLOADR.BAS, and RUN it. 
When the program prompts you to 
do so, press [PLAY] and then [RE- 
TURN]. The Invasion program will 
load and run. 

For programmers, we've includ- 
ed the source code for Starfield In- 
vasion on disk as well, in the file 
INVASION.SRC. This code was cre- 
ated with Atari's Assembler Editor 
cartridge and stored on disk with 
the LIST command. 

{Author Lin provided custom 
loaders for Starfield Invasion that 
appear to work fine. But we don *t 
have the equipment to test for every 
possible hardware configuration. — 
ANTIC ED) 

The Game 

You are aboard a space ship, 
having just finished a routine mis- 
sion. You are traveling back to 
your home planet for a nice, long 
rest. All of a sudden, several fight- 
er ships pop out of nowhere and 
begin attacking you! Monitoring 
their radio transmissions, you gath- 
er that their mission is to conquer 
your home planet and use it as an 
outpost for their fiendish plots. 
Yours is the only ship in the region 
which can hope to stop this on- 
slaught. 



You must repel the enemy inva- 
sion forces by destroying all, or as 
many as possible, of the 99 ships in 
the attacking fleet. You do this by 
utilizing your high-energy, tightly- 
focused laser beam, aimed by 
means of a joystick-controlled 
crosshair and activated by depress- 
ing the fire button. The enemy 
ships, though, move in erratic pat- 
terns, making them difficult targets. 
In addition, the invaders fire at you 
and drain your shield energy by 
two units every time they hit you. 
You gain one shield energy unit 
each time you destroy an enemy, 
however. If your shield energy ev- 
er drops below zero, you are de- 
stroyed and the invaders succeed in 
overtaking your home planet. 

You can alter your enemies' 
speed and firing rate at the title 
screen. The level number deter- 
mines the frequency of enemy fire, 
and the speed factor controls the 
rapidity of enemy movements. On 
Level 1 with a Speed of 1, it is quite 
easy to repel the invaders. On Lev- 
el 3 with a Speed of 3, it is nearly 
impossible. No score is kept, but 
the more enemies you repel, the 
better. 

Technical Details 

The most striking aspect of this 
game is clearly the 3-D starfield. It 
adds a tremendous amount of 
depth to the display. To under- 
stand how this works, it is first nec- 
essary to understand how the 
screen is created. 

To create an image on the 
screen of your television set, an 
electron gun sends a beam sweep- 
ing sideways across the screen. 
Then the gun is deactivated briefly, 
reset back to the beginning of the 
next line, and sweeps back again, 
creating the next line. This process 
continues until the beam reaches 
the bottom of the screen. Then the 
screen is blanked and the process 
begins again at the top. 

When the beam reaches the bot- 
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torn of the screen, a special thing 
happens — the Vertical Blank In- 
terrupt, or VBI, named for the mo- 
mentary screen "blanking" that oc- 
curs during this period. On your 
computer, the VBI is an Operating 
System routine that actually stops 
the computer in the middle of what 
it is doing, takes care of "house- 
keeping" operations (such as updat- 
ing shadow registers and other mis- 
cellaneous information) and then 
re-starts the computer back where 
it was before the VBI. 

Interrupts, however, don't have 
to occur only at the bottom of the 
screen. We can create an interrupt 
anywhere we want to onscreen, 
and at that specific point on the 
screen, the computer will stop, do 
the interrupt, then continue its 
operations. This is a Display List 
Interrupt, or DLL 

The advantage of the DLI is that 
by stopping the computer at a spe- 
cific point on the screen, we can 
then change the screen from that 
point on, while leaving the screen 
before our DLI unchanged. In Fig- 
ure 1 we just have a player band 
stretching the height of the screen. 
Now, if we set up a DLI in the mid- 
dle of the screen and use this DLI 
to move the player band by chang- 
ing its horizontal position register, 
then we get Figure 2. In effect, we 
have two players. Each half is indi- 
vidually controllable because the 
DLI is only changing the screen af- 
ter our specific point. 

This can be taken further. In Fig- 
ure 3 we have three DLIs. The top 
one-fourth of the screen is normal. 
The next one-fourth is controlled 
by the first DLI and has its own in- 
dependent horizontal position. The 
next one-fourth is controlled by the 
next DLI, and has its own horizon- 
tal position, as does the last one- 
fourth. And remember, this is all 
coming out of one player band. 

The Starfield 

The starfield uses one missile 



(missile 3) and the equivalent of 
192 DLIs (actually it's one DLI exe- 
cuted on 192 lines) to create 192 in- 
dividually controllable stars. The 
starfield's DLI, in addition to mak- 
ing each star individually movable, 
also makes each eighth star the 
same luminance. This produces 
eight "layers" of 24 stars each — a 
layer being defined as all stars of a 
particular luminance. 

Now we move each layer at a 
different speed, the brightest layer 
the fastest, and the darkest layer 
the slowest. This is done with a 
routine which "hooks into" the OS 
VBI (by means of the VBI vectors 
at $0222-$0225). The starfield's VBI 
keeps track of eight counters, one 
for each layer. Every time the VBI 
is accessed (every time the electron 
gun reaches the bottom of the 
screen, which is every l/60th of a 
second), each counter is decreased 
by one. Whenever a counter 
reaches zero, it is reset (counter 1 is 
reset to 1, counter 8 is reset to 8. 
This makes each counter reach zero 
at different, but regular, intervals) 
and the corresponding layer of stars 
is moved. 

That's how the starfield works, 
in theory. If you study the source 
code on this issue's Antic Disk as 
INVASION.SRC, you may notice 
some strange sections in the 
starfield's DLI and VBI. 

You will notice first that the DLI 
code is not explicitly stated in the 
source code. This is because, as 
stated earlier, the DLI is one hu- 
mongous DLI that re-executes itself 
on 192 scan lines. So, I had 192 
sets of instructions, each set posi- 
tioning and coloring each star. So, 
rather than burdening you with typ- 
ing 192 sets of almost identical 
code, the program enters this sec- 
tion of code into memory. 

A DLI is a tricky thing. It must 
complete its operation before the 
electron gun finishes a line and 
starts drawing the next. That is 
very little time. If I used a loop, on 



each line I would need to check to 
see if the loop had finished, which 
consumes 10 machine cycles — too 
much, and over 192 lines that's 
1,920 machine cycles wasted. By 
making the code repetitive, I saved 
1920 machine cycles, and thus the 
DLI can finish on each line before 
the electron gun begins to draw the 
next line. 

Similarly, the VBI routine, to 
move a layer of stars, does a JSR to 
the DECS subroutine. The DECS 
subroutine must move 24 stars. 
But, again for timing reasons, DECS 
could not be made into a loop. So, 
to avoid the tedium of typing in 
repetitive code, the computer cre- 
ates this subroutine as well. 

A final quirk that you may notice 
is in the initialization code. I used 
a countdown timer routine (which 
is just like a VBI) to set up the VBI 
vectors. I couldn't just set up the 
VBI vectors manually in the main 
code, because if an interrupt hap- 
pened to occur when I had 
changed one byte of the VBI vector 
but not the other, the computer 
would go off to some unknown ad- 
dress, which could crash the pro- 
gram. By changing the interrupt 
vectors within an actual interrupt, I 
could be sure that no interrupts 
would occur during the vector 
changing. 

If you're an advanced program- 
mer, you may wonder why I didn't 
just use the built-in OS routine at 
$E45C to set the VBI vectors. The 
reason is that when I'm using the 
Atari Assembler Editor cartridge, 
deferred VBI's can't be set up — 
the $E45C routine simply doesn't 
change the vectors (I don't know 
why). Since the program used de- 
ferred VBIs, I had to set up the vec- 
tors through a countdown timer 
routine. 

Enemy Movements 

The rest of the program is fairly 
straightforward. Another VBI con- 
trols your crosshair and the ene- 
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mies' movements, and a count- 
down timer routine (which is just 
like a VBI) takes care of miscella- 
neous things such as pulsing your 
laser beam, turning off explosion 
sounds, etc. The main game rou- 
tine checks if you're pressing fire, 
and if you are, it draws and erases 
your laser, then checks if any ene- 
mies were hit. If enemies were hit, 
they're blown up and subtracted 
from the remaining enemy counter, 
and you receive extra shield energy 
for each enemy destroyed. If the 
enemy counter is zero, you win. 

If the enemy counter is not zero, 
then the enemies get a chance to 
fire. The probability for their firing 
was chosen by your selection of 
level on the title screen. If they 
fire, their laser is drawn and erased, 
and your shield is decreased. If 
your shield drops below zero, you 
lose. 

As stated earlier, the enemies' 



movements are controlled in a VBI 
routine. The theory behind the 
movements themselves is simple — 
the invaders move on random vec- 
tors a random number of times. 
Then the enemy recedes, another 



You could 
move as many as 
1,536 stars. 



advances out of the stars and it be- 
gins the same vector movement 
process. The advancing and reced- 
ing of the invaders' ships is done 
by repeatedly drawing a different 
shape into player memory, each 
shape a different size than the next. 
This gives the illusion of growing 
larger or smaller, and makes it ap- 
pear that the invaders are advanc- 
ing or receding. 



Studying the source code, you 
should be able to fully understand 
all the details of how the starfield 
and game program work. Experi- 
mentation with the starfield routine 
will undoubtedly produce interest- 
ing results. You may want to try to 
move 1,536 stars by utilizing all 
four players and all four missiles as 
stars. An amazing display could be 
created by incorporating vertical as 
well as horizontal movement into 
the starfield. Or you could try 
moving cars, planes, or clouds in- 
stead of stars. Understanding how 
to move objects in 3-D will allow 
you to create eye-catching displays 
and games. A 
Listing on page 33 

While at high school in Jenks, 
Oklahoma, Norman Lin taught 
himself BASLC on an old Atari 400 
his father bought years ago. This is 
his first appearance in Antic. 
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Diamond GQS 

Make computing a joy with our powerful Graphical Operating System on a 64K piggyback SuperCartridge!. Diamond 
brings drop-down menus, dialog boxes, moveable and sizeable windows, icons and point and click operation to your 8-bit 
Atari. Bring your Atari up to par with the Macintosh"", PC, and STs GEM. Includes DeskTop for various DOS functions 
and launching other applications, Diamond Paint (complete drawing program that does everything other paint programs do 
and more such as Cut and Paste!), and Diamond Write (a complete graphically oriented word processor that allows styles to 
be mixed within a document and WYSIWYG output). 

$69.95 

Diamond Develop 

Complete programming information for our powerful Diamond GOS. Learn how to use Diamond's multitude of 
features in your own programs. Works with Atari Basic, Action!, Mac/65 and most other languages and includes many 
example programs and complete manual detailing all of Diamond's many capabilities. $29 95 

News Station 

Our POWERFUL page layout program features the ability to create reports, brochures, newsletters.. .etc with complete 
flexibility over page design. Use any standard Atari font in 64 different sizes, picture files, and Print Shop" icons. Mix 
graphics and text freely on a page. $29 95 

BackUp Master + 

This is our amazing software only disk backup utility. Protect your investment in commercial software by making 
backup copies of important disks. BackUp Master + duplicates most software at an unheard of price! $19 95 

To order send check, money order or call for C.O.D. or Visa/MasterCard, Please add $2.00 for 
shipping/handling. C.O.D. orders add $4.00. For catalog please send $1.00 refundable with first order. 
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REEVE Software 
29W150 Old Farm Lane 
Warrenville, IL 60555 
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Quiz Master 

Let your Atari help you drill for those dreaded short-answer tests 

By Eric Tucker 



Students! Are you suffering from data 
overload? Are you oppressed by 
dread of the next quiz? Let this handy 
BASIC program help you practice 
quizzing yourself on vocabulary, 
dates, titles, facts — and more. Quiz 
Master runs on Atari 8-bit computers 
with at least 48K memory. 
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If you've found yourself strug- 
gling to memorize informa- 
tion, and you don't have a 
24-hour emergency study 
partner on hand, Quiz Master can 
help. You can organize all your 
material and then test yourself with- 
out having to draft a friend or par- 
ent to read you the questions and 
confirm your answers. The pro- 
gram will even keep track of the 
questions that you got wrong, so 
you can retest yourself until you get 
everything right. I'm a high school 
Senior and I have been using Quiz 
Master for about two years. Since I 
started using it I've gotten high 
scores on Latin, Spanish and En- 
glish vocabulary quizzes. Quite 
simply, Quiz Master does for quiz 
test preparation what word process- 
ing does for writing research pa- 
pers. 

Like a set of custom flashcards, 
Quiz Master shows you questions, 
and you enter the answers. Since 
you make up the questions and an- 
swers yourself, you can enter any 
kind of information to which there 
is only one answer. If you need a 
little flexibility, Quiz Master can be 
set to let you decide if your an- 
swers are right. Or, for those vo- 
cabulary tests or multiplication ta- 
bles, you can set Quiz Master to ac- 
cept only the exact answer. 

You type in the questions and 
answers yourself, and the program 
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gives you two full lines for both. 
The extra room makes it easy to 
enter complex questions and an- 
swers. For example, Art History 
students could enter a title for the 
question, and list the artist, style, 
country and date for the answer. 
However, if you want Quiz Master 



to check your answers for you, it's 
best to keep things simple! You 
can also have Quiz Master give the 
answers, and you type the ques- 
tions — particularly handy for for- 
eign language students. 

Getting Started 

Type Listing 1, QUIZZER.BAS, 
check it with TYPO II, and SAVE a 
copy to disk before you run it. If 
you have trouble typing the special 
characters in lines 30 through 80, 
don't type these lines. Instead, 
type in Listing 2. When RUN, this 
program creates these hard-to-type 
lines and stores them in a file called 
LINES. LST. To merge the two pro- 
grams, type NEW, then LOAD 
,, D:QUIZZER.BAS M and then ENTER 
"D:LINES.LST". Be sure to SAVE the 
completed version of the program. 

Antic Disk users should copy 
QUIZZER.BAS to another disk us- 
ing DOS option C. (Users with only 
one drive use DOS option O, Du- 
plicate File.) Quiz Master will RUN 
off the Antic Disk menu, but won't 
be able to SAVE the necessary quiz 
files to the copy-protected disk. 

Using Quiz Master 

When you RUN Quiz Master, a 
main menu appears, along with a 



display telling you how much of 
the computer's data memory is in 
use, how much memory is left, and 
how many question/answer pairs 
you have entered. To use Quiz 
Master, you first need to use option 
A, Add new entries. 

Press [A], and the program will 



add your new entries to those in 
memory, or create a new file if 
none was loaded earlier. When 
you add an entry, you first type in 
the question. You can make your 
question a maximum of two lines, 
or 72 characters, long. Press [RE- 
TURN], and enter your answer the 
same way. The program asks you 
to verify that the information has 
been entered correctly. If the infor- 
mation is correct, press [Y]. If an 
error has been made, press [N], and 
the entry will be discarded. Press 
[RETURN] without entering a ques- 
tion to return to the main menu. 

If later you discover errors in an 
entry, you can go to menu option E 
to Edit it. At the prompt, simply 
type in a distinctive word, or part 
of a word, from that entry. Quiz 
Master will search through the 
questions and answers until it en- 
counters your text string, and dis- 
plays the entry in which it found 
the string. You can then edit or 
delete the entry, or search again for 
that string. 

After you type a number of 
questions and answers, use menu 
option S to save your file on disk. 
The program will prompt you to 
enter a standard filename for your 
new file. (You can designate the 



drive to which the file should be 
saved. If you want to save the file 
to drive 2, be sure to put D2: be- 
fore the filename.) Quiz Master us- 
es its own file format, so you won't 
be able to edit the files with a word 
processor. 

Pressing [L] in the main menu 
Loads a Quiz Master file from disk. 
Enter the name of the file you want 
to load, and press [RETURN]. If 
you already have a file in memory, 
Quiz Master asks whether or not 
you want to erase the current file in 
memory (Overwrite resident file? 
(y/n)) before loading the new file. 
If you respond by pressing [N] for 
no, Quiz Master will load your new 
file and append it to the file already 
in memory, if there is enough 
room. If you want to keep sepa- 
rate versions of the files, make sure 
you first save them on disk. Once 
you merge two files in memory, 
there is no way to separate them 
again. 

Also be careful not to load files 
which were not saved from Quiz 
Master, as the results can be unpre- 
dictable. To see a directory of the 
files on disk, simply press [I] for In- 
dex at the main menu. You will be 
prompted to enter a file specifica- 
tion. Just press [RETURN] to see a 
listing of all the files on the disk in 
drive 1. You can designate other 
drives, and use the wildcard aster- 
isk to specify certain files. To see 
all the files on the disk in drive 2, 
for instance, type: D2:*.*. 

You can clear the question- 
answer pairs in memory simply by 
pressing [C] at the main menu. 
This does not, of course, affect any 
files you have already saved to 
disk. 

A Test Run 

You can use the Browse com- 
mand on the main menu to look 
over the file in memory, or to help 
you study. Three pairs of questions 
and answers are displayed at once 
in this mode, and you can flip 



For a little flexibility, 
Quiz Master can be set to let you 
decide if the answers are right. 
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quickly through the whole file. 
The program gives you the option 
of having questions or answers giv- 
en first, with or without "automatic 
answer cover," which covers over 
the answers whenever you move to 
a new question. You can quickly 
refresh your memory with the ques- 
tions and answers both showing, or 
quiz yourself with the answers cov- 
ered. Or, simply press the number 
of the question to cover or uncover 
its corresponding answer. In larger 
files, you can jump to a specific 
question by pressing \J] and then 
the number of that question. A list 
of commands at the bottom of the 
Browse screen makes it easy to re- 
member all your options while 
browsing. Or, press [H] to print out 
a list of Browse commands. To re- 
turn to the main menu, press [ES- 
CAPE]. 

Once you've got your questions 
entered and edited to your satisfac- 
tion, you're ready to take your first 
test. First, however, be certain you 
have a copy of your file saved on 
disk As you go through the test, 
the questions will be deleted from 
memory. The questions you 
missed will be automatically saved 
on disk, giving you a separate file 
of the questions you need to study 
the most, ready for another try. 

Once you're ready to take a real 
test, press [T] on the main menu. 
Quiz Master will go through all the 
questions in memory, one by one, 
keeping track of your score as you 
go. Several options let you tailor 
the testing process. You can 
choose to go through the questions 
randomly, or in the order in which 
they were entered. Either the ques- 
tion or the answer can be given 
first, as the hint — a veiy useful 
option for studying foreign lan- 
guages, where you need to know 
that "la casa" in Spanish means 
"house" in English, and vice versa. 

You can also choose between 
having answers accepted with User 
approval, or Verbatim only (U or 



V). If you choose Verbatim, the an- 
swer has to match the one you 
originally entered exactly, letter for 
letter. You'd want to choose Verba- 
tim for vocabulary quizzes, where 
spelling counts, for example. For 
longer, more complex questions, 
User approval lets you decide 
whether or not an answer is cor- 
rect. (Don't cheat, now.) 

I've discovered that typing in the 
correct answer every time can be 
annoyingly slow, so I usually tell 
the computer to accept user ap- 
proved answers. When Quiz Mas- 
ter asks for an answer, I tiy to visu- 
alize the answer in my head and 
then press [RETURN] to see if what 
I thought was correct. If, however, 
you're going to have to reproduce 
long answers exactly on the actual 
test ( quotes, or if spelling counts, 
etc.) then you might as well use 
Verbatim mode and make sure you 
get it right. 

On the Road 

Of course, your faithful 8-bit 
can't go everywhere with you, but 
you can print a list of your ques- 
tions and answers for studying at 
school, on the bus, or wherever. 
Get your printer ready, then just 
press [P] at the main menu. You 
can enter a title for your list, which 
will be printed at the top of your 
list. You also have the option of 
printing in regular or condensed 
print. The questions and answers 
are printed on one line in two 
columns, and your longer entries 
will have their ends chopped off in 
order to fit. Regular print is easier 
to read, but limits your questions 
and answers to 39 characters each. 
Compressed print, on the other 
hand, gives you 65 characters each. 

The print routine works with Ep- 
son-compatible printers. In particu- 
lar, the control codes for boldface, 
underlining and condensed print 
might not work on other printers. 
If your printer requires different 
codes, change the data statements 



in lines 84-89, which contain the 
ASCII codes of the characters that 
must be sent to the printer. Lines 
number 84 and 85 turn boldface on 
and off, respectively. Lines 86 and 
87 control underlining, while 88 
and 89 control condensed print. 

Normally, Quiz Master will show 
about 18K of memory free for quiz 
questions. If you find this limiting, 
and you are the proud owner of a 
130XE and a BASIC XE cartridge, 
you can expand this memory to 
30K. If you type EXTEND in direct 
mode while Quiz Master is loaded 
into memory, BASIC XE will trans- 
fer the program into the 130XE's 
extended memory banks, thereby 
freeing up the entire 32K of normal 
memory for data. 

I suggest that you do not SAVE 
Quiz Master back to disk after typ- 
ing EXTEND unless you will need 
the extra memory every time you 
use it. If you do, you won't be 
able to RUN the program without 
BASIC XE and extensions. Just 
keep the original version and type 
EXTEND whenever you need it. 

Quiz Master's flexibility makes it 
highly adaptable to your studying 
needs. I recommend that you ex- 
periment a bit to find out what se- 
quence of browsing, testing, retest- 
ing and printing helps you the 
most. Personally, I prefer to type 
in the data, browse through the file 
briefly and have Quiz Master test 
me once to discard all the words 
I'd already learned from typing 
them in and studying. Then, I print 
out the file of questions I got 
wrong, and take the list to school 
with me the next morning. As I 
study the list, I cross out questions 
I get right until there's nothing left 
on the list. It's worked well for me, 
and I hope it helps you in your 
studies, too! A 
Listing on page 34 



Eric Tucker lives in Washington, 
DC. This is his first appearance in 
Antic. 
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type-In Software Wk BONUS GAME 



Nuclear Reactor 

Cleaning up after a meltdown can get messy 
By Dennis Debro 



!BEa. a iB M Mii v 




It's a dirty job, but somebody has to 
do it. In this radically radioactive 
game, you'll never need to worry 
about your job security — just your 
life. Nuclear Reactor is a BASIC 
type-in game that works on 8-bit 
Atari computers with at least 48K 
memory and a joystick. 



Your regular job at the lo- 
cal nuclear power plant 
seemed like such a 
sweet deal, getting good 
bucks for a little sweeping and 



cleaning up around the laborato- 
ries. Then came the meltdown. 
You escaped in time and were actu- 
ally enjoying your enforced vaca- 
tion, when the boss got a bright 



idea. As janitor, cleaning up is your 
responsibility, right? And there's 
lots of cleaning up to do after a 
meltdown! 

Of course, your boss is a little 
more concerned with the valuable 
experiments left behind than he is 
with the radiation. At least he 
came up with mobile radiation suits 
to protect you. At least there's a lit- 
tle bonus waiting for you inside — 
some of the workers ran out so 
fast, they dropped their change, 
and any coins you find, you get to 
keep. 

You're still going to have to 
watch your step inside the plant, 
where the walls and desks glow 
with radiation. Touch the walls or 
glowing obstacles in your path and 
you'll die. You can't even get close 
to the left and right walls without 
getting a fatal dose of radiation. To 
make things worse, deadly green 
creatures now stalk the halls, eager 
to eat you alive. 

Getting Started 

Type in Listing 1, REACTOR. B AS, 
check it with TYPO II and SAVE a 
copy to disk. If you have trouble 
typing the special characters in 
lines 90 and 130, don't type these 
lines. Instead, type in Listing 2. 
When RUN, this program creates 
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these hard-to-type lines and stores 
them in a file called LINES. LST. To 
merge the two programs, type 
NEW, then LOAD 

"D : REACTOR. B AS" and then ENTER 
"D:LINES.LST". Be sure to SAVE the 
completed version of the program. 

When you first RUN the game, it 
takes a few seconds to initialize 
and change the character set. 
Then, the flashing title screen will 
appear. To begin play, plug in 
your joystick and press either 
[START] or the joystick's [FIRE] but- 
ton. The mutant monsters, valuable 
coins and beakers begin to appear, 
scattered across the screen. Then, 
all the deadly radioactive materials 
in the room will shine briefly in 
rainbow colors, just before you ap- 
pear in the center of the screen. 

Thanks to foresighted company 
cutbacks, your special radiation 



outfit doesn't move in diagonals. It 
also has a limited lifespan. If your 
special counter reaches zero before 
you cleaned up the entire level, 
you're dead. Still, the suits are bet- 
ter than nothing and you'll need all 
three suits the company has provid- 
ed. Each time you touch radioac- 
tive material, stay past the deadline, 
or get caught by a creature, you'll 
have to go back, put on a new suit, 
and start that level all over again. 

To finish a level, you must col- 
lect all the white beakers before the 
deadline. When you finish a level, 
you receive a bonus, calculated by 
adding the level number to the 
amount of time left, and multiply- 
ing the sum by 100. You also get 
100 points for every beaker you 
pick up, and 250 points for eveiy 
coin. For every 20,000 points you 
get a new life — to a maximum of 



five. 

As the levels get higher, the 
number of obstacles, objects to re- 
trieve, and monsters to avoid in- 
creases. Fortunately, there's a limit 
of five monsters per level. Still, this 
job could take forever — there's no 
limit to the number of levels for 
you to clear. Making things even 
harder, those devious denizens of 
this radioactive realm have been 
known to eat a beaker or two, just 
to make it impossible to escape. At 
least you'll never have to worry 
about job security in this never- 
ending cleanup. A 
Listing on pdge 40 



Dennis Debro is a college student 
living in Birmingham, Alabama. 
This is his first appearance in Antic, 
and his first game written for the 
Atari. 



ATARI 8-BIT POWER 

ALPHA SYSTEMS is constantly innovating to provide more power 
for your 8-bit Ataris 



HACK BACK 

Special OFFER 

The Alpha Systems HACK PACK contains all our 
finest products for making Back-up copies, 

Analyzing, Understanding and Protecting your ^^^^^^^ 
Atari programs It comes complete with Atari 

Protection Techniques (Book and Disk I), Advanced Protection Techniques (Book and Disk II). The 
Chipmunk, The Scanalyzer, The Impersonator and Disk Pack 1000 Worth over $1 50. Get them all 
tor the special price of Just $99.95 

Atari Software Protection Techniques Vol I & II 

These Book and Disk packages detail the most advanced copy protection methods in use today They 
auide you through the methods used to create the protection as well as the copying techniques to get 
around them They include information on Phreaking • Hacking * On-line security • Black boxes • Self- 
destructing programs • Pirate bulletin board systems • Logic bombs • New piracy laws • Hardware 
data keys • Weak sectoring (Phantom, Fuzzy and unstable sectors) • Overfilled tracks • CRC errors 
Bank Select cartridges and MUCH, MUCH MORE The disks include automatic program protectors. 
Protection Scanners, directory hiding and more 
BOOK I and DISK I $24.95 
BOOK II (Advanced protection) and DISK II $24.95 
Special Offer, Order both sets for Only $39.95 

CHIPMUNK 

Automatic Disk Back-Up System. Make perfectly running unprotected back-up copies of hundreds of 
the most popular Atari programs. Chipmunk's sophisticated programming Automatically finds and 
REMOVES copy protection from most Atari programs Back-up even heavily protected programs with 
ease. Finally, a back-up system that needs no special hardware or skills. 
(If you need a full list of what Chipmunk copies, call or write for our free catalog) $34.95 



Scanalyzer Automatically scan & analyze commercial programs Unlock programming secrets and 
learn from the masters $29.95 

Impersonator Cartridge to Disk back up system. Create running back-up copies of any cartridge 
"L ^l ■ ■ (up to 16K) $29.95 

TJSE* CHEAT 

Get more from your games with CHEAT Tired of spending days trying to beat a game? Tired of getting 
stuck just when you need another life? Cheat is an innovative new product that gives you the chance 
you need to beat your favorite games. Cheat works with hundreds of Atari games to give you 
unlimited lives or power End the frustration and get hours more enjoyment from your games. (Call or 
write Alpha Systems for our free catalog with a full list of the programs that work with Cheat) ONIY $24.95 

BASIC TURBOCHARGER 

NOW for the first time a BASIC programmer can get the power, flexibility and incredible speed of 
machine language. BASIC TURBOCHARGER is a book and disk package that contains over 1 50 
ready to use machine language routines. Complete instructions show how to add them to your own 
BASIC programs to get these features and more: • Smooth Scrolling • Player/Missile control • Load & 
Save Picture files • Sorting and Searching • Special Effects Graphics • Incredible Speed • Much, Much 
More • Over 1 50 programs. You've heard of the power of Assembler, now harness it for your own 
needs. $24 95 - 

" 216-374-7469 



PARROT II 

An All New Parrot sound digitizer for your Atari. Parrot II is a 
'sophisticated new hardware device that plugs into your joystick 
port. Parrot II has two inputs, One for a microphone and one for a 
powered source such as a tape player, radio or Compact Disk 
The Powerful Parrot II software lets you record sounds into your computer and play them back on any 
Atari. Parrot II turns your computers keyboard into a musical instrument with nine different sounds 
covering three octaves each. The sounds can be anything, a dogs bark, a piano, a complete drum 
set, a symphony or your own voice. 

Parrot II lets you modify the sounds on a graphic display to create brand new sounds and special 
effects Best of all, the sounds and voices can be put into your own programs that can be used on 
any standard Atari. Explore the world of digital sound and music. ONLY $59.95 
Pro-Recorded Sound Disk More pre-recorded sounds for Parrot 54.95 
PARROT II Demo Disk (Does not require Parrot to run) $5.00 

^<ff^\ riAn fci hAAi/cn a fast Paced, multi-player trivia game that mixes questions 

PVJP-N-ICUVKtK witn reQ | son g S (digitized 
•"^with Parrot). Be the first to identify the songs and answer the music trivia questions. Pop-N-Rocker 
comes with three data disks and lets you add new questions so it will never get old. tou can use a 
Parrot Sound digitizer to add new songs too! Use any kind of music from Rock to Classical to 
Nursery Rhymes. A new concept in entertainment and a perfect add-on for Parrot 

COMPUTEREYES & MAGNIPRINT II + 

Turn your computer into a digital portrait studio. This complete package lets I 
you capture, save & print digital images from your Video Camera, VCR 
or TV. COMPUTEREYES hardware plugs directly into your joystick ports for 
easy use. Print your picture on a 6 foot poster. $119.95 
ComputerEyes camera system 

Comes complete with everything above, plus a black and white video . 
camera and connecting cable. $329.95 muma. 
Graphics 9 Software - Add a new dimension to your COMPUTEREYES GIANT WALL SIZED POSTERS, 
pictures - captures images in 1 6 shades of grey. $12.00 
Magniprint II + 

Easily the most powerful print program available today. Print graphics from almost any format in 
hundreds of shapes, sizes, and shades. Supports color printing and lets you create giant posters. 
Magniprint II + lets you stretch and squeeze, invert, add text, adjust shading and much more. 
Works with EPSON, NEC, Citoh, Panasonic, Gemini, Star, XMM801, and compatible printers. (850 
interface or equivalent required). $24.95 
Graphics Transformer 

Now you can combine the most powerful features of all your graphics programs Create print shop 
icons from a Koala pad picture, from a photo digitized with ComputerEyes, or any picture file. 
Graphics Transformer lets you Shrink, Enlarge and Merge pictures for unequaled flexibility. $22.95 

YOUR ATARI COMES ALIVE 

SAVE MONEY Finally an alternative to buying expensive computer add-ons. Your Atari Comes Alive 
shows you how to built them yourself. This 'How-To' book and disk package gives you complete 
step by step instructions and programs needed to built and control these exciting devices and MORE: 
• Light Pen • Light & Motor Controllers -Alarm Systems • voice Recognition • Environmental Sensors 
•Data Decoders • More than 1 50 pages, tour Atari Comes Alive $24.95 




VISA & MASTERCARD, ORDER BY 
PHONE, OR SEND MONEY ORDER TO: 



ALPHA SYSTEMS 1012 SKY LAND DRIVE MACEDONIA. OH 44056 FREE BONUS: DELUXE SPACE GAMES (3 games 
on a disk) Free with any order of 3 or more items. Include S3. 00 shp & hdlg (US Canada) Ohio res. add 5 '/2% sales tax. 
Foreign orders add $8.00 shp & hldg. Call or writo for free catalog. Customer Service Lino (216) 467-5665 M-F 9-3. 
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m:\hiwri im m xiari \ep 
$49! 



• 8ocaxJMNF.n>rnNG 

• RDITABI J- PRINTER DRIVER 

• 30,000 WORD DICTIONARY 

• MAIL MERGE 

• ON 5X DISKETTE 



• CONNECTS TO ANY COMPOSITE 
MONITOR 
80 COL DISPLAY 
PRINTER INTERFACE 



$79 



lk% ®m£mim *#/ Keypad 

$14.95 



• Financial Reports 

• Profit, \xss Statement 

• Accounts Payable 

• Accounts Receivable 

• And Many other features! 





COLOR 

PRINTER 

PLOTTER 



COMPUTE WIT! I: 

• 2 PEN SETS 

• 1 ROLL PAPER 

• POWER SUPPLY &. CABLE 



© $14.95 



EXTRA PEN SETS 

COLOR $3.98 BLACK $.89 



1025 

DOT MATRIX 

PRINTER 



, Q 



"3 



$69 



800 

COMPUTER 
48K MEMORY 



8§ 



$49 



DISH DRIVES FOR 
800/XL/XE 




TAR I 810* 
ATARI 1050* 



SSSD $129.00 
SSED $179.00 



POWP.R SUPP1Y 

DOSW/^NUAL ATARI XF551 DSDD $l " 00 

DOS W/ MANUAL * R ECONDTTIONED 



$35 



THE lESff 
LIGHT GUN 

FOR YOUR 800/XL/XE 



OR THE PACKAGE 

$109 



LIGHT GUN 
CRIME BUSTERS 
CROSSBOW 
BARNYARD BLASTER 



JOYSTICK EXT. CABLES 10' $2.95 
MONITOR CABLE (GOLD PLT) $4.95 
BEST JOYSTICK $4.95 
WICO COMMAND JOYSTICK $19.95 
W1CO THE BOSS JOYSTICK $19.95 
ATARI TRACKBALLS $9.95 
ATARI SX212 MODEM $79.95 
SUPRA 2400 MODEM $149.95 
DOS 2.5 W/ MANUAL $4.95 
600X1. (NO Transformer) $19.95 
400,800,850,1200XL Transfbmer $14.95 
XL/XE Transformer $24.95 



Bmt Joystick 

$4.95 




CARTRIDGFS H)R THE 800/XL/XE 



BASIC CARTRIDGE 


$4.95 


DEFENDER 


$4.95 


DONKEY KONG JR 


$19.95 


ARCHON 


$19.95 


BASIC TUTOR (2 BOOKS) 


$4.95 


fi\CE MAKER 


$4.95 


JUNGLE HUNT 


$19.95 


KARATEKA 


$19.95 


QIX 


$4.95 


MATH ENCOUNTER 


$4.95 


MOON PATROL 


$19.95 


CHOPLIFTER 


$19.95 


PAC-MAN (no box) 


$4.95 


DANCE FANTASY 


$8.95 


BATTLE ZONE 


$19.95 


GATO 


$24.95 


DONKEY KONG (no box) 


$4.95 


LOGIC LEVELS 


$8.95 


FOOD FKJHT 


$19.95 


ACE OF ACES 


$24.95 


E.T (no box) 


$4.95 


MEMORY MANOR 


$8.95 


HARDBALL 


$19.95 


LODE RUNNER 


$24.95 


MISSILE 




LINKING LOGIC 


$8.95 


FIGHT NIGHT 


$19.95 


BARNYARD 


COMMAND (no box) 


$4.95 


DELTA DRAWING 


$9.95 


ONE ON ONE 




BLASTER (LG) 


$24.95 


GORF (400,800) 


$4.95 


DIG DUG 


$14.95 


BASKETBALL 


$19.95 


DARK CHAMBERS 


$29.95 


CHICKEN 


$4.95 


MILIJPEDE 


$14.95 


DESERT FALCON 


$19.95 


AIR BALL 


$29.95 


SLIME (400,800) 


$4.95 


SKY WRITER 


$14.95 


NECROMANCER 


$19.95 


SUMMER GAMES 


$29.95 


CIJVIM JUMPER 


$4.95 


FOOTBALL 


$14.95 


RESCUE ON FR ACTA I JUS 


$19.95 


CROSSBOW (IXi) 


$29.95 


DELUXE INVADERS 


$4.95 


ROBCTRON 


$19.95 


BALLBLAZER 


$19.95 


EAGLES NEST 


$29.95 


JOURNEY TO THE 




TENNIS 


$19.95 


BLUE MAX 


$19.95 


CRIME BUSTERS (LG) 


$29.95 


PLANETS 


$4.95 


FINAL LEGACY 


$19.95 


STAR RAIDERS II 


$19.95 


MICROFILER (database) 


$39.95 


STAR RAIDERS 


$4.95 


MARIO BROS (XL/XE) 


$19.95 


DAVID'S MIDNIGHT MAGIC $19.95 



mm &wrmm mm in. mmmmB 



DAVID'S MIDNIGHT MAGIC 


$4.95 


NATO COMMANDER 


$4.95 


HULK 


$4.95 


SPIDER MAN 


$4.95 


CROSSCHECK 


$4.95 


ALIEN AMBUSH 


$4.95 


CRYSTAL RAIDERS 


$4.95 


MISSION ASTEROID 


$4.95 


JAWBREAKER 


$7.95 


REPTON 


$4.95 


PREPPIE 1 


$4.95 


HEY DIDDLE DIDDLE 


$9.95 


BANDITS (48K 400,800) 


$4.95 


THE COUNT 


$4.95 


SPY VS SPY 


$9.95 


CLAIM JUMPER 


$4.95 


ADVENT URELAND 


$4.95 


TOP GUNNER COLLECTION 




DECISION IN THE DESERT 


$4.95 


SECRET MISSION 


$4.95 


(3 GAMES) 


$9.95 


CRUSADE IN EUROPE 


$4.95 


VOODOO CASTLE 


$4.95 


SIIJCON DREAMS(1050) 


$9.95 


KENNEDY APPROACH 


$4.95 


STRANGE ODYSSEY 


$4.95 


JEWELS of DARKNESS( 1050) $9.95 


CONFLICT IN VIETNAM 


$4.95 


REPTON 


$4.95 


SILENT SERVICE 


$9.95 



DISPATCH RIDER $9.95 

SIUCON DREAMS $9.95 

F-15 STRIKE EAGLE $9.95 
THE NEWSROOM(1050-64K) $15.00 
BOOKKEEPER 

W/ num keypad. $14.95 

BOOKKEEPER (Only) $9.95 

HOME ACCOUTANT $29.95 




Buill In: Lotus Comp. 
Spread Sheet, Appointment 
Calendar w/AIarms, Text Processor, Database 
w/Dialer, Calculator, IBM Dos Compatible! 

The Size of a Video 
Cassette 

Also Available 

Prinler/Xrer Interface $49.95 RamCard 64K $99.95 
Serial Interface $79.95 RamCard 128K $199.95 

RAMCard 32K $79.95 



Only $347 



/4# Educational Bmi 

CBS Linear Equations 
CBS Fractions: X * 
Math Encounter 



$4.95 

each 



NUMERIC 
KEYPAD 
W/Software 




Design, 
create and 
print your 
own news- 
papers! 

$15 

Ami SttXL. XE Syate*. Orfy 
Berlin At«il 1*50 or Co**4«Wc 

May fee u.rd with mowt piJM 
latribrea rxcrpt Ami 850 




ELM MME S5m 

'. mwmm 

C.O.D. S arc $10.00 

ON ALL GROUND ORDERS IN THE 
CONTINENTAL U.S. ** 




blank mm 

SPECIAL 

3.5 BULK PACKS WITH LABELS 

l-$.99 25 -$24.75 1000 -$750.00 



MEM0M UP GRADES 

Z-Ram3-D 2/4Meg $149.95 

NEW WORLD UPGRADE 2/4Meg $139.95 
ARCO BOARD l/2/4Meg $169.95 

JRI SIMM Upgrade l/2/4Meg $139.95 



1040ST1 M & Software $699 

Mega 2 ST & Software $1199 
Mega 4 ST & Software $1699 

Included With Every ST Purchase! 

Art & Film Director. Sub Battle. Death Sword. Battle 
Ship. Champ. Wrestling. Dive Bomber, Final Assault. 
Metrocross, World Games. Impossible Mission. 
Jinxter. Tower Tbppler, Golden Path'. Sentry. 
Starglider. Tracker*, The Pawn, Advanced Art Studio. 
Guild of Thieves. Knight Ore 



Kmrnti $49 



Reg. $199.95 



^MWVii; Iff 

JRI GENLOCK SYSTEM 


$650 


ST/IME MODULE 




Battery Backed up Clock 


$59 


Migraph Hand Scanner 


$499 


J.A.T.O. BOARD 8/16Mhz 


$99 


Turbol6 by Fast Technology 


$299 


Moniterm Monitor 19" Display 


$2099 


Cordless Mouse 


$129 



fax us mm mmm 

FOR FASTER SERVICE PLEASE INCLUDE: 



VISA / MASTERCARD 
ORDERS ONLY 



• NAME 

» BILL TO ADDRESS 
» SNIP TO ADDRESS 

• il^l/l™ , «,,cu CARD ADDRESS MUST MATCI I 

• ITEM(S) YOU WISH B ILL TO ADDRESS 
TO PURCHASE 




Winter 




World 




Games 


19.95 


Games 


19.95 


Death 




Karate 


19.95 


Sword 


19.95 


California 
V^alllCJI Ilia 




Mission 




Games 


19.95 


Impossible 


19.95 


The Games 




Axe of 




(Winter) 


19.95 


Rage 


19.95 


Boulder 




Devon Aire 


19.95 


Dash 


19.95 


Battleship 


9.95 


Dive 


19.95 


Sub Battle 


14.95 


Bomber 


Space Station 


Metrocross 


19.95 


Oblivion 


19.95 


Tower 




Champion 




Toppler 


14.95 


Wrestling 


9.95 


Techno - 


19.95 


Final 




Cop 


Assault 


9.95 


Art Film 
Director 


19.95 



Retail Price $30 to $100 




mm 



RKI'I ACKMF.NT M(K JSr', K>R 
THE ST! 






(MM 






*%. x & m fc.r%f.Jh£y 


S i 

K.J M. 


Golden Path* 

VJUiuvIl 1 dill 


99c 


Ixlllglll V/IV/ 


$9.95 


S- Traplf pr* 


$1.95 


8 Advanced Art Studio 


$9.95 


<i3 CiuilH of Tfiipvps 


$9.95 


£ The Pawn 

1 IIV ■ U Tr 11 


$9.95 


t? Tin yf<*r 

P- J 1 1 1 A IV I 


$9.95 


Sentry 




StarGlider 


$9.95 


Universal Military 




Simulator 


$14.95 


Carrier Command 


$19.95 


ALL ITEMS REG. $19.95 


- $49.95 



SPECIAL 

smwrnkm. 
sale 



l 



fffr DISK (4 games) 
GOLDRUNNER II 
INVASION 
SOCCER 
ZERO GRAVITY 
TETRA QUEST 
BUNT PRO 
DATA RETRIEVE 



Reg $59.95 
Reg $39.95 
Reg $29.95 
Reg $39.95 
Reg $29.95 
Reg $29.95 
Reg $49.95 
Reg $49.95 



NOW! $19.95 
NOW! $19.95 
NOW! $19.95 
NOW! $14.95 
NOW! $14.95 
NOW! $14.95 
NOW! $19.95 
NOW! $19.95 



mmJLmo 

PC DITTO II 


m 

$Call 


PC SPEED 


$399 


MAGIC SAC PLUS 




w/Roms 


$79.95 


SPECTRE 128 


$169.95 


SPECTRE GCR 


$299.95 


MAC ROMS 64K 


$19.95 


MAC ROMS 128K 


$149.95 



SAN JOSE COMPUTER 

THE ATARI STORE 

640 BLOSSOM HILL RD. SAN JOSE, CA 95123 
STORE (408) 224-8575 • FAX (408) 224-8574 



SIIIIMMNCi: ADD $5.00 FOR PREBWD ORDERS, OR $10.00 FOR COD ORDERS. AIR AND HOTTER NATIONAL 

SHIPPING EXTRA. NO COD TOR INTERNATIONAL ORDERS, THAT'S IT. 
PREIttYMENT USE VISA, MASTERCARD, MONEY ORDER, CASHIER'S CHECK OR PERSONAL CHECK. 
PERSONAL CHECK MUST CLEAR PRIOR TO SHIPMENT. C.O.D.: CASH, CASHIER'S O I ECK OR M.O. ONLY 
WARRANTY: 90 DAY WARRANTY ON ALL ITEMS. TAX: CALIFORNIA RESIDENTS ADD 7% SALES TAX. 
Prices subject to change without notice. 
Brand and Am- product names arc trademarks or registered trademarks of their respective holders. 
Ad produced on an ATARI ST using CADMUS and printed on an ATARI SLM804 PostScript compatible laser printer. 



EXTRA DISK BONUS 



The Gold Mine 
and the Princess 

Strategic text adventure with sound cues 
By William Austin 

Dig for gold, buy a few cows and maybe win a 
princess in this sound-enhanced text adventure and 
strategy game. 




f 7>^7>^f 7>^?>^f ^<^^<^f P\^P\^f p% 



ILLUSTRATION BY WENDY JOHNSON 
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ANTIC, THE ATARI RESOURCE 



Moving? 



Fill in Coupon and mail to: 

ANTIC 
Subscriptions: 
P. 0. Box 3805 
Escondido, CA. 92025 



For this issue's second Su- 
per Disk Bonus, Antic 
presents the Gold Mine 
and the Princess, a com- 
plex game of magic, mine explo- 
ration, cows — and strategy. 
Reminiscent of the old city- 
planning game, Hammurabi, this 
Gold Mine requires you to find 
gold, buy cows and make a for- 
tune so you can wed the princess 
you love. Magic items and deadly 
creatures add complexity to the 
basic strategy of "buy low, sell 
high." More, author William 
Austin (a full-time freelance writer 
from Ferndale, Michigan) makes 
witty use of the 8-bit's sound- 
effects capabilities to add atmo- 
sphere to the text descriptions of 
the mine. Here, you don't just see 
words telling you that you hear a 
canary — you actually hear it. 

The game will run automatical- 
ly from the back side of your Ant- 
ic Monthly disk. Turn your com- 
puter off, put the disk in drive 1 
with side B up, and turn the com- 
puter on with the BASIC cartridge 
installed. (XL/XE owners don't 
hold down [OPTION].) You'll find 
detailed instructions for the game 
in the HELP file on side A of the 
disk. 

Our Story So Far... 

You've been hopelessly, madly, 
eternally in love with the king's 
daughter ever since you first saw 
her. Unfortunately, you're only a 
lowly native in the impoverished 
village of Ferndalia. The wily 
king has agreed to let you wed 
the princess - but only if you pay 
an adequate dowry. 

Ferndalians use cattle as the 
medium of exchange, so you must 
somehow acquire a herd large 
enough to satisfy the greedy king. 
You can buy cattle at the regular 
auctions, but you'll need gold. 
Fortunately, there's an ancient, 



abandoned gold mine not far from 
the village, with gold still waiting 
for the miner intrepid enough to 
dig it out. Unfortunately, the 
mine was abandoned for a very 
good reason — the Beast of the 
Deep. 

No one knows if the Beast is 
still in the mine, but the mine is 
definitely dangerous, with crum- 
bling shafts, forgotten traps and 
the fearsome shaft wolves living 
in the dark tunnels. Still, you 
have to go - not only do you 
need the gold, but the princess 
has declared that she will only 
wed the man who has the brav- 
ery, sincerity and chutzpah to toll 
the Bell of Wondrous Things, ru- 
moured to be hidden within the 
network of caves beneath the 
mine itself. She also wants the di- 
amond ring reportedly hidden in a 
canvas bag deep in the mine — 
as long as you're down there any- 
way you could get it, couldn't 
you? 

To win the princess you'll need 
lots of luck and determination. It 
also wouldn't hurt to have a deep 
and abiding love of cows. 

Gold Mine Hints 

You start the game in the vil- 
lage, where you are presented 
with a menu of choices — places 
to go, things to do. Press the 
number next to the option you 
want. You won 't need to press 
[RETURN] except to purchase cat- 
tle at the auction. Of course, 
since you're starting out with no 
money, no cattle, and nothing to 
offer the princess, you're pretty 
much limited to going to the 
mine. Once at the mine, just 
press [H] at any time to see a 
HELP screen with a list of possible 
commands. 

You're essentially limited to 
traveling up and down through 
the shaft, searching for gold and 



New Address: 



Name 



Add 



ress 



City 



State/Zip 
Old Address: 



Name 



Add 



ress 



City 



State/Zip 



APRIL/MAY 1990 



picking up the various magic 
items you'll encounter. You'll find 
some objects that are particularly 
useful. The Gold Beetle and 
Golden Pickaxe help you find 
gold. The Emerald Cow affects 
the size of your herd. A Ruby 
Amulet protects you from the 
spells of the mad Wizard, the Cat's 
Eye Necklace helps you avoid ac- 
cidents and traps, and the Bone 
Ring protects you from oxygen 
deprivation. 

You'll also find that fungi are 
your friends. Red fungus cures 
rat-bite fever - as does the lick of 
the (rare) friendly rat. Green fun- 
gus neutralizes poison. Eating 
black fungus will instantly trans- 
port you to the bottom of the 
caves. White fungus takes you 
back to the village. 

Gas clouds, on the other hand, 
can be deadly. Green gas is poi- 
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sonous, yellow gas dissolves your 
gold, red gas eats your oxygen, 
and purple gas will send you 
wandering aimlessly through the 
maze. Only if the canary perches 
on your shoulder will you be safe 
from the mysterious gas clouds. 



The king 
gets mad 
if you 
bother him 
too often. 



At the beginning of the game, 
you'll find yourself relatively 
weak, unable to cany much gold, 
or to stay long in the airless 
depths of the mine. The longer 
you play, the stronger you'll get 
— as long as you avoid harmful 
encounters. The deeper you go, 
the more likely you are to en- 
counter diseased rats, bats or poi- 
sonous snakes and insects. Once 
you're wounded, you'll have to 
hurry back to the village to recu- 
perate. 

The Village 

Once you find some gold, it's 
time to head for home. In the vil- 
lage you can exchange your ore 
for coins and then go to the auc- 
tion. There you can buy or sell as 
many cattle your riches will allow 
at the going price. If you buy low 
and sell high, you can add to your 
fortune through cattle as well as 
iri the mine. 

The village also offers you the 
opportunity to rest, healing some 
injuries and lessening the effects 
of any poisons. Rest also reduces 



the effects of rat-bite fever, though 
it can't cure it completely. You 
may also inspect your herd, and 
determine its current market val- 
ue. You'll find that while you're 
away your herd can multiply from 
births, or disappear because of 
rustlers or wolves. 

You'll probably want to stash 
some of your coins in a safe place 
before returning to the mine. Not 
everyone in the village is a nice 
guy. Marauding thieves along the 
path to the mine delight in shar- 
ing your wealth, if you're careless 
enough to carry gold with you 
when you head back for more. 

No matter how large your herd, 
the king will refuse to give you an 
audience until you have met the 
demands of the princess. Even if 
you have met her demands, you'll 
never know just how many head 
of cattle the king wants until you 
try — and the amount varies with 
every game you play. When you 
offer him your herd, he considers 
the current market value of the 
collection, not just how many 
head there are. It makes sense to 
buy cheap, but wait to make your 
offer until the prices are high. If 
you bother the king with repeated 
pleas to accept your cows, or in- 
sult him with too small an offer- 
ing, he can become irritable. 

Your Antic Disk - featuring the 
Gold Mine and the Princess plus 
Antic Tournament Checkers as 
well as every type-in program in 
this issue - will be shipped to you 
within 24 hours after receiving 
your order. Just phone Toil-Free 
to the Antic Disk Desk at (800) 
234-7001. The Antic Disk is only 
$5.95 (plus $2 for shipping and 
handling) on your Visa, Master- 
Card or American Express. Or 
mail a check for $7.95 (includes 
the shipping and handling) to An- 
tic Disk Desk, 544 Second Street, 
San Francisco, CA 94107. A 
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type-In Software 



HIGH FINANCE 

Figure your payment rates the easy way I 

By Philip Bate, PhD 

Confused by interest rates, and all those claims made by 
banks and auto advertisers? This simple BASIC type-in 
program lets you figure the interest on your loans or 
savings for yourself, and see the difference a few points of 
interest can make. Works on Atari 8-bit computers with at 
least 48K memory. An Epson-compatible printer optional. 



M 



ost people 
are under- 
standably 
confused 
about interest rates, 
amortization, com- 
pounding periods, and 
other aspects of "high fi- 
nance." Advertisements 
don't help, as they are 
essentially designed to 
make the transaction 
look as good as possi- 
ble. The easiest way to 
gain understanding of 
such matters is to work 
out the problems for 
yourself. Pick a loan 
amount, and see what 
your payments would 
be at different interest 




rates, or over varying pe- 
rionds of time. Or set 
up a savings program 
and see what $100 a 
month can add up to in 
10 or 20 years. 

High Finance is a sim- 
ple program makes 
working such problems 
easy. It even prints out 
complete amortization 
schedules for paying off 
a loan or mortgage. 
Whether at home or at 
the office, High Finance 
can help you plan your 
finances more knowl- 
edgeably. 

Getting Started 

Type in Listing 1, FI- 
NANCE.BAS, check it 
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with TYPO II, and SAVE a copy to 
disk before you RUN it. 

The program uses a menu sys- 
tem to make figuring your finances 
as easy as possible. The Main 
Menu gives you six choices — 
Amount of Payment, Number of 
Payments, Amortization Schedule, 
Amortization with Varying Paymen- 
ts, Appreciation Schedule, and Sav- 
ings Schedule. When you pick any 
of these choices, prompts will tell 
you what data to enter, and give 
you the option to print your results. 
Enter interest rates as if followed by 
percent signs, not as their decimal 
equivalents. For instance, ten per- 
cent should be entered at the 
prompt as 10 — not .10. Do not 
enter any commas in your dollar 
amounts. For example, one million 
should be entered as 1000000 — 
not 1,000,000. 

High Finance was designed to 
print results on any Epson- 
compatible printer. If you need to 
modify the program for your print- 
er, the printer subroutine is con- 
tained in lines 1310 to 1410. Plenty 
of REM statements have been 
added to tell you what each line 
should do, so you can replace the 
existing codes in each line with the 
corresponding codes found in your 
printer manual. 

Amount of Payment 

Amount of Payment figures how 
much your monthly loan payments 
would be. You enter the amount 
and duration of the loan, and the 
interest rate. In addition to deter- 
mining your monthly payments, the 
program tells you the total amount 
of interest you would pay over the 
life of the loan. These figures can 
be very useful when considering 
the purchase of a new car or 
house. For example, a $50,000 
home loan for 20 years at 10% in- 
terest would mean a monthly pay- 
ment of $482.51. The same loan 
for 30 years would have a payment 
of $438.79. However, note that the 



interest paid for the first loan is 
$65,802 and $107,964 for the sec- 
ond. By paying a little more (only 
$45 a month) over a shorter period, 
you can save nearly $50,000 — the 
full amount of your original loan! 

Number of Payments 

The Number of Payments option 
lets you set the amount you can af- 
fort to pay per month, and see how 
long it would take to pay off your 
loan. This option is particularly 
useful for those on a fixed budget. 
However, if the amount of payment 
you enter doesn't even cover the 
interest charged every month, the 
program will give you an error 
message. Just as no bank will give 
you a never-ending loan, this pro- 
gram can't figure an infinite time to 
payoff. Try making higher pay- 
ments, or use the Amount of Pay- 
ment option to determine a range 
of workable payment amounts. 

As with the previous option, you 
will also see the total amount of in- 
terest you would pay. The longer 
it takes you to pay off the loan, the 
more interest you will pay. A long- 
term home loan could end up cost- 
ing you two or three times the cost 
of the house itself! 

Amortization Schedules 

The third and fourth choices on 
the main menu let you make pay- 
ment schedules, showing the 
amount of your payment, the 
amount of interest charged you, the 
amount of the principal paid off 
(your payment minus the interest) 
and the balance remaining to be 
paid. 

The simpler Amortization Sched- 
ule generator assumes that your 
payments will all be the same, and 
works automatically to show you 
your schedule of loan payments. 
At the prompts, enter the amount 
of the loan, the interest rate, and 
the number and amount of pay- 
ments. Your complete schedule of 
payments for the life of the loan 



will be shown. 

Amortization with Varying Pay- 
ments lets you pay varying amoun- 
ts. Initially, you enter the amount 
of the loan and the interest rate. 
Then, for each payment period you 
enter the amount you actually paid 
- or plan to pay. If you skip pay- 
ments or pay off early, you're likely 
to have added penalty charges, so 
you can add those separately. If 
you make no payment or have no 
charges, you can just press [RE- 
TURN] to enter a zero amount. 

You can use the Varying Pay- 
ments option to determine how 
much skipping payments will cost 
you in the long run, or to see if 
paying off your loan early will save 
as much in interest as it costs in 
penalty charges. 

Appreciation & Savings 

If you'd rather save up for that 
big purchase, or want to save for 
your retirement, High Finance's last 
two features can help. The Appre- 
ciation Schedule tells you how 
much interest you will earn on 
money deposited for a certain 
amount of time, at a set interest 
rate. You can compare short-term 
and long term CD's, bonds, Trea- 
sury Bills, or other such one-time 
investments. 

The Savings Schedule goes even 
further, by allowing you to add 
monthly to your savings. You can 
see just how much you will have 
after 20 years if you start putting 
$100 a month in your savings ac- 
count right now. (At 4% interest, 
you would have $36,677.47, some 
$12,677.47 of that from interest. Of 
course, as a wise High Financier 
you would have transferred some 
of those savings to better paying in- 
vestments, so your actual total 
would be considerably higher.) 

I found the Savings Schedule 
very useful in comparing whole life 
insurance (and endowment pro- 
grams) with term life insurance. 
Term is much better, provided that 
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you can invest in other things as 
well. If you are buying a house, 
for instance, put the difference be- 
tween the term cost and the whole 
life cost into prepaying the home 
loan. It's usually smarter to pre-pay 
your mortgage rather than put your 
money into savings, unless you 
have a very low-interest mortgage, 
and high-yield investments. Inter- 
est on mortgages tends to be in 
double-digits these days, while sav- 
ings accounts return only 4-6%. 
Whole life and endowment plans 
return even less than that. 

A Hypothetical Case 

The following example should 
give you a feel for the possibilities 
of High Finance. Let's say you own 
your own home with an original 
$50,000, 30-year mortgage at 10% 
interest. Your payments are 
$438.79 per month, and you've 
been paying for two years. If you 
plug these figures into the Amorti- 
zation Schedule, you can see that 
your balance is now $49,414.90. 

You also have a savings account 
at your friendly local bank, with 
$1,500 at 5% interest. Of course, 
interest on that account is com- 
pounded daily, which gives you an 
effectively higher annual interest 
rate. Or is it? The phrase "com- 
pounded daily" sounds great, but 
can be misleading. In this case, 
$1,500 at 5% simple interest for one 
year returns $75. With the interest 
compounded daily, the same 
amount would earn you a grand 
$76.90 after one year. Small inter- 
est rates, even compounded, don't 
return much. Still, using the Appre- 
ciation program you can see that, 
with $1,500 at 5% interest, com- 
pounded 365 times a year, you'd 
end up with $6081.86 in your ac- 
count (a profit of $4581.86) after 28 
years, the time remaining on your 
mortgage. 

If you prepaid that money into 
your mortgage, on the other hand, 
you'd save on interest charges. To 



see how much, use the first menu 
option, Amount of Payment. Enter 
the balance and time remaining on 
your mortgage, or $49,414.90 at 
10% for 336 months (28 years). 
The results show that you would 
pay $98,015 in interest. Next, use 
the Number of Payments option to 
see what the difference would be 
with a balance of only $47,914.90 - 
the current balance less the amount 
in savings. Enter $47,914.90 at 10% 
with a monthly payment of $438.79, 
and you'll see that your total inter- 
est is now only $79,773. This gives 
you a savings of $18,242, almost 
four times the $4,581.86 you'd get 
from the bank! Even better, you'll 
only be paying for 291 months in- 
stead of 336, saving almost four 
years of payments. 

Tiy adding just $20 a month to 
your house payment and see how 
much you will save, and how much 
sooner you'll pay off that mortgage. 
Your own house might be your 
best investment. (Some banks add 
penalties to make up for interest 
lost by such repayments. Make 
sure you take into account any 
penalties for early payoff.) 

Savings and Tips 

You can find other ways to save 
money by experimenting with High 
Finance. For instance, try figuring 
out how much you pay per year on 
your credit card accounts, with 
their interest rates around 18%, or 
higher. Get a bank loan at 10-12% 
and pay off your credit cards each 
month, and you'll be surprised at 
how much money it can save you. 

Now, look at the automobile 
market. Some of the deals being 
offered sound really good, until 
you check them out. For example, 
a dealer offers a $10,000 car you 
want, with either a $1,000 rebate, 
or a 4.9% loan for two years. You 
can borrow from the bank at 15.5% 
interest to buy the car outright and 
get the $1,000 rebate, and if you 
pay the loan back in two years 



your total interest charges will be 
$1,524.48. Add this to the $9,000 
price of the car, and your total cost 
for the car is $10,524.48. Figuring 
the $10,000 at 4.9% for two years, 
your interest payments will be 
$518.48, for a total cost of 
$10,518.48. You actually save only 
about six dollars with the reduced 
interest rate, and either way your 
monthly payments are about $440. 

Where car loans really get you is 
on long-term loans, like five years 
(60 months). The same car, fi- 
nanced for 60 months at 15.5% has 
a total cost of almost $13,000. You 
end up paying S4,000 in interest on 
a $9,000 loan, but the payments are 
cut in half. For all too many peo- 
ple in our affluent society, that's 
more important than the extra inter- 
est — but in the long run, all that 
interest hurts. Consumers should 
always watch out when a deal 
seems too good. For that matter, I 
suspect that to afford a $1,000 re- 
bate, manufacturers have to jack up 
the price that much in the first 
place. 

With long term loans, like mort- 
gages, even half a percentage point 
in interest can make a big differ- 
ence. If you need a loan, shop 
around carefully. Get the interest 
rates from the bank, and run them 
through High Finance to see what 
your interest and payments will be. 
With this program, it's easy for you 
to check the difference even a ten- 
th of a point can make. If you've 
got an 8-bit Atari, you already 
know that you can get quality at a 
low price — now you can look for 
similar savings in the world of High 
Finance. A 
Listing on page 33 



Philip Bate, Ph.D. of Jupiter, 
Florida became an orthomolecular 
psychologist after working as an 
electronics engineer at Cape 
Canaveral in the 1950s. His Mighty 
Lister inventor)) database ran in the 
January, 1989 Antic . 
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Atari checkers takes on a new, competitive edge 
with this prize-winning version of the classic board 
game. Written in fast, powerful machine language, 
this issue's Super Disk Bonus does not require 
BASIC and runs on all Atari computers with at least 
32K memory. 



^^"^ omputer pro- 
K grammers 
Wk from around 

I ^^^^ the world 

m gathered in London for 
W the first Computer 
W Olympiad, held August 
9-15, 1989 at the 
Park Lane Hotel. 
Computer was pitted 
against computer, 
Hf program against pro- 
gram, in such diverse 
mind games as backgammon, 
awari, bridge, chess, go, reversi, 
dominos and 8X8 draughts — 
better known as checkers. 

Running on a "mere" 8-bit Atari, 
David Butler's program, Tourna- 
ment Checkers, battled some im- 
pressive competition to take the 
bronze medal (third place) in its 
categoiy. Tournament Checkers ac- 
tually went undefeated through the 
round robin competition, suffering 
only two draws against the first- 
place and second-place programs. 



(First place went to the program 
Chinook, running on a 32- 
megabyte SUN 4 workstation, and 
developed by professor John 
Schafer of Alberta University in 
Canada. Second place went to Gil 
Dodgen's Checkers, running on a 
MAC II with 8 megabytes. Other 
competitors used IBM-AT and Com- 
modore computers.) 

And now Antic brings you this 
high-caliber checkers game, to 
challenge you on your 8-bit at 
home. Although the tournament- 
winning version of the program re- 
quired an Atari 130XE, this special 
Antic conversion drops a few fancy 
touches in order to run on any 
Atari 8-bit computer with at least 
32K memory. 

There are many variations of 
checkers played around the world. 
Using the game as commonly 
played in the U.S. and England, An- 
tic Tournament Checkers takes the 
familiar checkerboard of eight-by- 
eight squares. The rules will be fa- 



miliar — you move your pieces 
across the board one diagonal 
square at a time, or jump diagonal- 
ly over an opponent's piece to cap- 
ture it. You must capture a piece if 
it is possible to do so. Reach the 
opposite side of the board, and 
your piece will be "kinged" — and 
gain the invaluable ability to move 
any distance in a diagonal direct- 
ion. The first player to take all of 
the other player's pieces wins. 
With Antic Tournament Checkers, 
your wily Atari will give you a real 
challenge, so you can take a break 
by challenging another human in 
Two-Player mode. 

Getting Started 

You'll find Tournament Checkers 
on the Antic Monthly Disk in the 
file CHECKERS.OBJ. You can't run 
this machine language program 
from the Monthly Disk menu. In- 
stead, go to DOS, and use option C 
to copy CHECKERS.OBJ onto an- 
other disk with DOS 2.0 or 2.5 on 
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it. (If you have only one drive, use 
DOS option O.) Rename the file 
CHECKERS.OBJ to AUTORUN.SYS. 
Put the disk in drive 1, turn the 
computer off and on again, and 
Tournament Checkers will run 
automatically. 

You will be prompted to "Press 
trigger moving red." Either press 
the joystick trigger button, or press 
[RETURN]. (If you have two joy- 
sticks, you can set one to play 
white and the other to play red in 
Two-Player mode.) An introduct- 
ory screen and some brief instruct- 
ions will follow. When the game 
board appears onscreen, you'll be 
set for a one-player game at the Be- 
ginner level. 

You can move your pieces in 
many ways. With the joystick, you 
move the cursor over the piece you 
want to move, press the joystick 
button to select that piece, then 
move the cursor to your destination 
square and press the joystick but- 
ton again. Similarly, you can move 



the cursor using the [ARROW KEYS] 
and [RETURN]. 

You can also enter the numbers 
of the starting and ending squares, 
in "FROM-TO" checker notation 
(11-15 RETURN). Press [N], and 
each of the squares will be num- 
bered. Type the number of the 
square on which your checker 
rests, a hyphen, then the number 
for the last square of the move — 
even on multiple jumps. Then 
press [RETURN] to make the move. 

Keyboard commands give you 
several options. Press [H] at any 
time to view the instruction screens 
again. To restart (or give up) a 
game, press [B]. Press [R] to rotate 
the board (useful in two-player 
games). [T] lets you take back the 
last move both you and your oppo- 
nent made. To watch an "instant 
replay" of your game, press [B] to 
restart, and then press [M] to replay, 
or [S] to step through the moves 
one at a time. To make the com- 
puter stop thinking in Mail Play and 



take its move, press [ESC]. 

Key combinations using [CON- 
TROL] let you [Slave, [L]oad and 
[Plrint your games. [CONTROL] [D] 
exits to DOS, and [CONTROL] [I] 
gives you an index of the files on 
disk. You'll find a sample game on 
disk. Just type [CONTROL] [L] to 
load it, then enter GAME1 and 
press [RETURN] to load the game. 
When a new set of checkers ap- 
pears onscreen, press [B] to go 
back to the beginning, then press 
[M] to watch a replay of the game 
— which finishes in a head-to- 
head draw between two kings. 

Levels & Modes 

Use the [OPTION] key to change 
the mode from Level to Setup or 
Two-Player mode. In the default 
Level mode, press [SELECT] to 
change the difficulty Level, from 
Beginner to Hustler. There are 10 
levels of play to choose from. The 
only real difference between levels 
is the length of time your Atari gets 
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to think about each move. Past the 
Junior Champion level (45 seconds 
per move) the game's strength does 
not increase substantially, but most 
players will find it tough enough, 
as is. 

Antic Tournament Checkers 
plays according to the rules adopt- 
ed by the American Checkers 
Federation. At most ACF tourna- 
ments, openings are drawn by 
cards. You and your opponent 
play both sides of the drawn three- 
move opening. There are 144 dif- 
ferent possible openings, providing 
for a great deal of variety. In Antic 
Tournament Checkers, pressing 
[START] in Level mode will cause 
the computer to make the next 
move. By pressing [START] three 
times, you can choose a random 
three-move opening. 

In Setup mode you can set the 
pieces on the board as you like. In 
this mode, the [SELECT] key 
changes the piece to deposit. With 
Clear Piece displayed in Setup 



mode, [START] clears the board. 

As in most good games, winning 
is not easy. You'll need lots of 
practice to develop the necessary 
skills, but while you're practicing, 
Antic Tournament Checkers can 
give you many hours of fun. 

Serious Gamer Notes 

For more information on the 
American Checkers Federation, 
write to them at P.O. Box 365, 
Petal, MS 39465. They can tell you 
where local groups meet. Member- 
ship costs $10 per year and in- 
cludes a monthly newsletter with 
news on checkers tournaments and 
games worldwide. 

The First Computer Olympiad 
was sponsored by the Acer Group, 
also co-sponsors of the Internation- 
al Computer Go Congress. A grand 
prize of $1.5 million is available to 
the computer Go programmer who 
can beat a human master player 
without handicap on a 19 X 19 
board. 



David Butler of Lake Monhegan; 
NY is a Class B checker player. He 
has co-directed eight District II 
Tournaments and one Northern 
States Tournament, and in 1987 
was the overall District I champion. 
He has been a serious 8-bit user 
since 1982. This is his first appear- 
ance in Antic . 

Your Antic Disk - featuring 
Antic Tournament Checkers plus 
the Gold Mine and the Princess 
as well as every type-in program 
in this issue - will be shipped to 
you within 24 hours after receiv- 
ing your order. Just phone Toll- 
Free to the Antic Disk Desk at 
(800) 234-7001. The Antic Disk 
is only $5.95 (plus $2 for ship- 
ping and handling) on your 
Visa, MasterCard or American 
Express. Or mail a check for 
$7.95 (includes the shipping and 
handling) to Antic Disk Desk, 
544 Second Street, San Francis- 
co, CA 94107. 
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ROGRAMMINC 



298 Fifth Ave., Suite 141, NY, NY 10001 

□ Please send me CYBORG WARRIOR 
for $19.95 

□ Please send me P/M Master for $19.95 

""| Please give me the Bonus offer and send 
me CYBORG WARRIOR for $19.95 and 
P/M MASTER for only $9.95!! 

NAME 

ADDRESS 

CITY 



STATE, ZIP 



Quantity 



subtotal 

New York residents add 8.25% sales tax 
Shipping & Handling 
TOTAL 



$2.50 




Introducing two new software titles from Marcel Programming 

CYBORG WARRIOR~In this challenging action/adventure game, it is 
your mission to destroy all forms of hostile life and free the scientists that have 
been imprisoned by their own mutant creations! 

• "smart" alien life forms 

• adventure and arcade game play 

• Cyborg creation prior to game play 

• Cyborg save feature 

• multi player select 

• game save feature 

• multi level/multi screen 

• fine scrolling 

• hi-score save, and much, much more! 

only $19.95! 

P/M MASTER— Learn to use Player-Missile graphics like the pros! This 
disk is packed with machine language subroutines, macros, examples, pro- 
grams, and even a shape table that you can use for your own P/M data! 
Subroutines and Macros ar* all set to plug into your BASIC or Assembler pro- 
grams! (Also includes P/M Genie. Helps create new shapes.) 
only $19.95! 



♦BONUS OFFER!! 
Buy one software product and get the 
second one for $9.95!! 
Hurry, offer good while supplies last! 



(f To order , send money order or check y 
to: 

MARCEL PROGRAMMING 
298 Fifth Ave., Suite 141 
New York, NY 10001 



APRIL/MAY 1990 




ANTIC SOFTWARE PRESENTS... 



THE GRAB-BAG 



ENTERTAINMENT 



ASTROLOGY - Create beautiful charts for your family and 
friends. Imaginative gifts, always popular. (AP0167) 
$15.95 

ATARIORACLE - The computer OUJI board. Predicts the 
future, answers all questions, picks LOTTO numbers. 
(AP0138) $15.95 

BLUE TEAM BRIDGE - Tournament level. Play at any time, 
improves your bidding-or learn to play. Great graphics 
(AP0178) $15.95 

CRIBBAGE and SEVEN CARD STUD - Two great card 
games. The poker players don't cheat, but they bluff. 
(AP0173) $25.95 

KLONDIKE SOLITAIRE and SEVENS (FAN TAN) - Two 

classic strategy card games. Hours of recreation. (AP0174) 
$15.95 

COLOSSUS CHESS 3.0 - The best Atari chess game for the 
serious player, beginner or Grand-Master. (AP0161) 
$25.95 



\e. Similar to Chess, 
ftit. (APO140) 



OMAR - 1 or 2 player i 
Checkers, or Go, but 1 
522.95 

PUZZLER - Infinite jigsaw puzzles, use your own pictures. 
Set difficulty level for any age group. (APO150) $22.95 

SNARK HUNT - A classic logic-strategy board game. Up to 
8 players, challenging family entertainment. (APO105) 
$22.95 

DRAGON'S QUEST - A wonderful illustrated adventure 
game for your entire family. Fast and fantastical. 
(AP0139) $25.95 

GALAHAD AND THE (ff(glQUE£@tiLT A)i Atari action ad- 
venture classic by nn^WJ .^ragf||mJrf»*fnp game designers. 
(APO110) $25.95 

KING TUT'S TOMB and CONSTRUCTION SET - 48 dan- 
gerous, multi-screen tombs, or construct your own. 
(AP0149) $25.95 

LORD OF THE ORB - I 

the huge scrolling cas' 
$25.95 




,acT*on as you search 
llndrb. (APO103) 



or Choose any 10 
tor $49-91 



CHOP SUEY - Joystick-busting, action-packed, martial arts 
excitment. One of our all-time best sellers. (AP0162) 
$25.95 



MARS MISSION II 

caverns of Mars. F 
$25.95 




t e skies and the 
rywhere. (APO120) 



SPACE WAR - Galactic shoot-out for 1 or 2 players. A 
white-knuckle space-age duel. (APO101) $22.95 

WEAKON - Battle in innerspace, the thrilling, dangerous 
world of speeding sub-atomic particles. (AP0122) $25.95 

XTAL (CRYSTAL) - Command a star cruiser! Detailed 
effects are everywhere. More than a game: an epic. 
(AP0158) $25.95 



PRODUCTIVITY 



CREATIVE PROCESS 1.8 - An indispensable outline proces- 
sor. (AP0151).. $29.95 

DEEP BLUE C COMPLIER AND MATHLIB - The all 

purpose language and math library. (AP0188).. $29. 95 

FLOATING POINT PACKAGE AND EXTENDED D.D.T. 
(EXDDT) - A powerful combo for assembly language. 
(AP0189).. $29. 95 

INTERLISP/65 2.5 A subset of the standard "INTERLISP" 
dialect of LISP. (AP0191).. $29.95 

RAMBRANDT - The ultimate paint software on two disks. 
(AP0157).. $29.95 

SPELL MAGIC - Check documents generated by other word 
processing programs, and in context with the document 
display feature. (AP0144).. $29.95 



ORDER NOW 



TOLL 



FREE 



800-234-7001 

MasterCard/Visa Orders Only - All 50 States 




GRAB-BAG OFFER? 
BUY 10 FOR 
ONLY $49.95 

PLUS TAX & SHIPPING J 



LIMITED TIME OFFER! 



TELECOMMUNICATIONS 



EDUCATION 



BACKTALK1.2 - The Atari becomes a communications 
droid with the macro command feature. (AP0154).. $29. 95 

CHAMELEON CRT TERMINAL EMULATOR 4.03 - One 

terminal becomes five in a matter of minutes. Requires 
48K RAM. (APOH3).. $19.95 



UTILITY 



BASIC VIEW - A must for all programmers. 
(AP0192).. $19.95 

DISK SCANNER - A complete disk editor for single and 
double density drives. (AP0145).. $5. 95 

ENHANCED POKEY PLAYER -Input and edit music. 
Tutorial included. Requires Atari Basic. (AP0147).. $25. 95 

THE ENHANCEMENT DISKS - B/Graph's utilities. Re- 
quires Atari Basic. (APO190).. $19. 95 

ENVISION - Create stand-alone pictures or produce Basic 
and Assembler Source Codes. Requires Atari Basic, MAC/ 
65, SynAssembler, Epson-compatible printer. 
(AP0185).. $$19.95 

PICTURE PLUS 3.0 AND LISTER PLUS 1.5 - The complete 
graphic utility set. Requires 48K RAM and Atari Basic. 
(AP0179).. $29.95 

PRINTER DRIVER CONSTRUCTION SET - Make Atari 
Writer compatible with every printer. Requires Atari- 
Writer. (AP0131).. $29.95 

SCREEN PLOT - Print color micro-screens on most plotters. 
(AP0135).. $5. 95 

SHERLOCK 1050 - Restore crashed disks with the trace 
option feature. (AP0155).. $29. 95 

SOLID OBJECT MODULE - Create 3D objects easily. 
Requires 48K RAM and RAMbrandt. (AP0182).. $25. 95 



EARTH VIEWS - An fk^f&SPiS glf wjTWth a variety of map 
formats and views. 

MAPWARE - Add maps to your programs. 9000 pairs of 
coordinates available. Requires Atari Basic 
(AP0134).. $29.95 

MEMOREASE+ - Learn to memorize efficiently and quickly. 
(AP0163).. $29.95 

SPACE BASE - A must for telescope owners. Requires 48K 
RAM. (AP0142).. $19. 95 

SPEEDREAD+ - Learn to read faster with less effort. 
Requires 48K RAM. (AP0164).. $29.95 



ORD^E_R_NO_WJ 



Phone Orders - Toll free number, 

(800) 234-7001 

Mail Order 

To order by mail, complete order form and 
return with payment to The Grab Bag, 544 
Second Street, San Francisco, CA 94107. 

Payment by check, money order, Master- 
Card, VISA, or American Express 

Payment must accompany all mail orders. 
Include shipping and handling charges of 
$3.50 per order of 1 to 10 disks. 



ORDER FORM 




PUBLIC DOMAIN 



PHOTO GRAPHICS - Great digitized pictures 
(PD0017).. $20. 00 

THE FIX XL - Run older programs on XL/XE computers 
(PD0026).. $20.00 

CROCKFORD'S WHIMSY - Magical disk for all ages 
(PD0033).. $20.00 

CUES EDPACK #1 - Educational programs (PD0044).. $20.00 

CUES EDPACK #2 - More Educational programs (PD0045) 

HEAVY METAL ART - Spectacular pictures, 100s of colors 
(PD0060).. $20. 00 



The best RAMbrandt art 



RAMBRANDT COLLECTION 
(PD0073).. $20. 00 

STEVE DONG'S GALLERY - Inch famous Challenger 
memorial (PD0074).. $20.00 

850 EXPRESS - Superb program for Hayes comp. modems 
(PD0082).. $20.00 

1030 EXPRESS - Superb program for 830, 1030, XM301 
modems (PD0081).. $20. 00 

MPP EXPRESS - Superb program for MPP 1000 modems 
(PD0087).. $20.00 

VT100 TERMINAL EMULATOR - Access mainframe 
computers (PD0037)..$20.00 

TEKTRONICS 4010 TERMINAL EMULATOR - Access 
graphic mainframes (PD0083).. $20. 00 



NAME 



I ADDRESS. 

| CITY 

| ZIP CODE _ 



STATE/COUNTY _ 
. PHONE NO. 



QUANTITY 


ITEM NO. 


DESCRIPTION 


PRICE EA. 


TOTAL 
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Price and availability subject to change Subtotal of all items ordered (Minimum order $19.95) 

without notice, as supplies allow. _ 

California residents add 6.5% sales tax 






Method of payment: Shipping and handling charges 
□ Check/Monev order f«R3.5n rw order* 




□ MasterCard 

□ VISA 

□ American Exp 


ess Credit Card No. 


Total 




Expiration Date 
Namo 

Signature 




SOFTWARE LIBRARY 

TYPING SPECIAL ATARI CHARACTERS 



The Atari Special Characters and 
the keys you must type in order to 
get them are shown below: 

For [CONTROL] key combina- 
tion, hold down [CONTROL] while 
pressing the next key. For inverse 
[CONTROL] [A] through 
[CONTROL] [2], press the [H] 
key— or [A ] on the 400/800— then 
release it before pressing the next 
key. (Press [ Q|] or [ A ] again to turn 
off inverse.) For [ESC] key combina- 
tions, press [ESC] and then release 
it before pressing the next key. 

Carefully study the chart above 
and pay close attention to differ- 
ences between lookalike characters 
such as the slash key's [/] and the 
[CONTROL] [F] symbol [0]. 



NORMAL VIDEO 


FOR 


TYPE 


FOR TYPE 


THIS 


THIS 


THIS THIS 


H CTRL 


> 


ffl CTRL S 


\B CTRL 


A 


M CTRL T 


□ CTRL 


B 


y CTRL u 


ffl CTRL 


C 


D CTRL V 


91 CTRL 


D 


ffl CTRL W 


ffl CTRL 


E 


ffl CTRL X 


0 CTRL 


F 


B CTRL Y 


fS CTRL 


G 


ffl CTRL Z 


01 CTRL 


H 


KJ ESC ESC 


Q CTRL 


I 


ffl ESC CTRL - 


B CTRL 


J 


ffl ESC CTRL = 


O CTRL 


K 


ffl ESC CTRL + 


D CTRL 


L 


ffl ESC CTRL * 


d CTRL 


M 


ffl CTRL . 


□ CTRL 


N 


ffl CTRL ; 


B CTRL 


0 


IB SHIFT = 


ffi CTRL 


P 


■ ESC SHIFT 


B CTRL 


Q 


CLEAR 


H CTRL 


R 


ffl ESC DELETE 
OB ESC TAB 



INVERSE VIDEO 



FOR 


TYPE 


THIS 


THIS 


Q 
u 


ESC 




SHIFT 




DFI FTF 


Q 
■J 


ESC 




SHIFT 




INSERT 


D 


ESC 




CTRL 




TAB 


□ 


ESC 




SHIFT 




TAB 


□ 


A CTRL . 


□ 


A CTRL ; 


O 


A SHI FT = 


□ 


ESC CTRL 2 


□ 


ESC 




CTRL 




DELETE 


D 


ESC 




CTRL 




INSERT 



TYPO II AUTOMATIC PROOFREADER 

TYPO II automatically proofreads Antic's type-in BASIC listings. Type in the listing below and SAVE a copy to disk 
or cassette. Now type GOTO 32000. At the prompt, type in a single program line without the two-letter TYPO II 
code at the beginning. Then press [RETURN]. 

Your line will reappear at the bottom of the screen. If the TYPO II code does not match the code in the magazine, 
then you've mistyped your line. 

To call back a previously typed line, type [*], then the line number, then [RETURN]. When the completed line ap- 
pears, press [RETURN] again. This is how TYPO II proofreads itself. 

To LIST your program, press [BREAK] and type LIST. To return to TYPO II, type GOTO 32000. To remove TYPO 
II from your program, type LIST "D:FILENAME",0,31999, then [RETURN], then NEW, then ENTER "D: FILENAME", 
then [RETURN]. Now you can SAVE or LIST your program to disk or cassette. 



Don't type the 
TYPO II Codes! 



MB 
Uff 

H5 

BN 

YC 

EM 
HS 

XH 



TH 
MF 



32888 REM TYPO II BY ANDY BARTON 

32018 REM UER. 1.8 FOR ANTIC MAGAZINE 

32828 CLR :DIM LINES (120) '• CLOSE «2 : CL0 
SE »3 

32838 OPEN «2 , 4 , 8 , "E" : OPEN »3,5,8,"E" 

32848 ? "H": POSITION 11,1* ? "OHBCiMUnB" 

32858 TRAP 32840 : POSITION 2,3:? "Type 
in a prosraM line" 

32868 POSITION 1,4:? " "'.INPUT »2;LINE 
$:IF LINE$="" THEN POSITION 2,4:LI5T B 
:G0T0 32868 

32878 IF LINE$ci,U="*»" THEN B = UAL cLIN 
E$(2,LENCLINE$J3> POSITION 2,4:LI5T B : 
GOTO 32868 

32888 POSITION 2,18:? "C0NT" 

32898 B=UAL CLINE$J : POSITION 1,3:? " "; 



NY 
CN 
ET 

CE 
QR 



UU 

UJ 
JU 
EH 
BH 
HB 
IE 

UG 



2188 P0 
2118 P0 
2128 ? 
: P05ITI 
2138 C= 
2148 P0 
INES="" 
TO 3285 
2158 FO 
N5+ CC»A 
2168 CO 
2178 CO 
2188 HC 
2198 LC 
2288 HC 
2218 PO 
LCOOE) 
2228 PO 

Mate h 
owe . " : G 



KE 842,13:5T0P 
KE 842,12 

"H" : POSITION 11,1:? "■NUIJCWMMr 

ON 2,15:LIST B 
8 : ANS = C 

5ITI0N 2,16:INPUT »3;LINE$:IF 
THEN ? "LINE " ; B ; " DELETED" : G 

8 

R D=l TO LENCLINES> :C=C+l:ANS= 

5CcLINE$cD,D>>> :NEXT D 

DE=INT CANS'676* 

DE=ANS - CC0DE«676> 

0DE = INT CC0DE'26> 

0DE = C0DE- CHC0DE*2 6J + 65 

0DE=HC0DE+65 

5ITI0N 8,16:? CHRS cHCQDE* > CHRS 



5ITI0N 2,13:? 
press ■klMMMIilltll 

0T0 32858 



'If CODE does no 
and edit line a 



32 
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HIGH FINANCE 



FIGURE YOUR INTEREST RATES THE EASY WAY 



Article on page 23 



LISTING 1 



Don't type the 
TYPO II Codes! 



"@ - APPRECIATION SCHEDULE* 

"@ - SAUINGS SCHEDULE** 

:? ** ■SGMDB@ttIM]@B" * GO SUB 



16 



16 REM FINANCE 

26 REM BY Philip 14 . Bate PhD 

25 REM c C 3l998, ANTIC PUBLISHING INC 

36 CLOSE «i:OPEN »1 , 4 , 6 , **K*' * SETCOLOR 2 

, 13, 8 : SETCOLOR 6,8,8:P0KE 82,1 

48 DIM SPC$ C39J , MSGS C283 , YEARS C4> , HEAD 

SC39J , HEAD2SC393 , HEAD3SC393 , FINANCES cl 

1083 , DS C2> 

58 DIM MONEYS C103 , MONS <23 , AMTS C103 , MNY 
SC183 , ISC73 , PRINSC73 , BALS (103 , LINES C39 
3 , PMTS c?3 ,CHRGS(?3 

66 SPCS = 5PCSc393= SPCS C23 =SPCS : 

msgs=" sQsgnBmsomisifliMismmaQDQamamsmiij • • 

76 HEAD3S="M0N PYMNT IN + CHGS PRIN" 
88 REM ***** MAIN MENU****** 

98 A = 6 : N = 6 » P = 8 *MNYS = ,,,> :NUM = 8 : PMT = 6 : IS = 

PRINS = BAL$="":LINE*="":PMTS="" 

188 ? •'»••:? :? » ■QimaGSBIi'lf^KLn" 
116 ? :? "O - AMOUNT OF PAYMENT" 
128 ? » ? "H - NUMBER OF PAYMENTS" 
138 ? :? "H - AMORTIZATION SCHEDULE" 
148 ? :? "0 - AMORTIZATION W VARYING 
PAYMENTS' 
158 ? i? 
168 ? :? 
178 ? :? 
96 

188 TRAP 1438:0N A-48 GOTO 198,246,298 
,528,876,938 

198 REM **»***PAYMENT AMOUNT****** 

288 ? "K": GOSUB 1280:GQSUB 1228 

218 AMT = INT c MONEY** IN** cl/ cl - (1 + IN3-C-NU 

M3 3 3 *18 8 + 0 . 5J/18B : PMT = AMT : GOSUB 1466 

226 ? :? :? "HIDiaiBafiilBBIDSa *";MNYS:? »? 

"OfflDasaBDBOB S"; I AMT = PMT**NUM-MONEY : GO 
SUB 1466s? MNYS 

238 POSITION 4,15:? MSGS : GOSUB 1898 
248 REM ****** NUMBER OF PAYMENTS ****** 
258 ? "B":GOSUB 1280:GO5UB 1238 
268 NUM=INT c- CLOG cl - MONEY/ PMT**INi 3 / LOG 
cIN+13+8. 99993 

278 ? :? :? ' ' EllUGDU WU JISBISSHOi laiilOBBDIH " ; N 
UM»? s? "DGOElHfflHSfUElBI § M J s AMT = PMT**NUM~M 
ONEY:GOSUB 1468:? MNYS 

288 POSITION 4,15:? M5GS:G0SUB 1896 
296 REM ****** AMORTIZATION SCHEDULE ****** 
388 ? "S" : ? "This schedule is autonati 
c given the data required below, and 

will print" 
318 GOSUB 1176:G0SUB 1220 : GOSUB 1238 : G 
OSUB 1278:G0SUB 1386:G0SUB 488 
328 B=8:C=6:Q=8 
338 FOR X=MON TO NUM+MON-1 
348 AMT = INT c cMONE Y**IN3 **168 + 8 . 53/188 i GO 
SUB 1468:IS=MNYS: AMT=PMT-UALCIS» : GOSUB 

1468 

358 PRIN$=MNY$:PRIN=UALCPRIN$> : AMT=MON 

EY-PRIN: GOSUB 1538 » BAL*=MNYS 

368 B=B+PMT:C=C*UALCIS> :Q=Q+PRIN 

378 LINES = 5PCS : LINES cl, 2>=M0N* I LINES c4 

, 183 =PMTS : LINES C12, 183 =IS : LINES c28,263 

=PRINS: LINES C30, 393 =BALS 

388 ? LINES; : I F P = 88 THEN GOSUB I486 

398 MONE Y = INT cUAL CB AL*3 **168 + 6 . 53/186 « M 

ON=MON+l:GOSUB 1286 

468 Z = INT cM0NEY**ci + IN3**186 + 8 . 53 /188 « IF 
PMT>=Z THEN AMT=Z:GOSUB 1468 : PMTS=MNY 
S : PMT=Z 

418 IF INTCM0N/133=M0N/13 THEN 438 
428 TRAP 88:NEXT X 

430 ? :? YEARS;" INTERE5T=" ; C ; " PRI 
N=";fl:C=8:fl=8 

440 IF P=88 THEN GOSUB 1416 

458 MON=l:GOSUB 1280 : YE ARS=5TRS cU AL C YE 

ARS3 +13 : X = X + 1 

468 GOSUB 1148:G0SUB 488 

478 GOTO 348 

488 HEADSd,43=YEARStHEADSc5,293=" AMO 
RTIZ AT ION - B AL ANCE= " 

498 HE AD2S = ,, M0N PYMNT INTRST PRIN 

BALANCE" 
568 IF P=88 THEN GOSUB 1378 
518 ? "15":? :? HEADS ; MONEY : ? :? HEAD2S 
• RETURN 

528 REM ****** AMORTIZATION UARYING PMTS** 
**»* 

538 ? "K":? 
i b 1 e as it 

nents and also for various charges. 



'This prosran is very flex 
allows for differing pay 



UH 



HO 



AH 

EK 
YO 



SG 



HK 

01 

ZI 
ZI 



FI 

BR 
WL 

YX 

IZ 



CM 
EH 
II 

GS 
SA 

IY 

PX 
OL 
PU 

TB 

LH 

SK 

ZJ 



JK 
UZ 



OF 
YS 
AS 

GN 
LQ 
QC 

TN 

PJ 

SG 
RF 
HT 

BZ 
UP 
UK 
XH 



NK 
BU 



BF 
FJ 



LH 



548 ? "It isn't necessary to enter a z 
ero if no pavnent or charge is to be 
assessed . 5 i mp l y press the RETURN." 
558 ? :? "INPUT STARTING YEAR cPRESS * 
RETURN' FOR 19963 •';: INPUT YEARS : IF LEN 
CYEARS3=8 THEN YE ARS="1998" 
568 GOSUB 1196:G0SUB 1270 i GOSUB 1388:G 
OSUB 776 

578 GOSUB 818 : B=0 : C=6 : M=8 : L=6 

588 IF PMT > =MONEY THEN CHRG* = "******" " PRI 

N$ = "****»" : AMT=MQNEY-PMT » GOSUB 1468 I BAL* 

=MNYS 

598 I=cINTccM0NEY**IN3**188 + 8.5>'186) « AM 
T = I*CHRG: GOSUB 1468 « CHRGS = MNYS * AMT = PMT 
-UAL CCHRGS3 : GOSUB 1468 

688 PRINS=MNY*:PRIN=UALCPRINS3 : IF PMT= 
8 THEN PRIN=UAL CCHRGS3 : PRINS=PMTS 
618 AMT = MONEY -PRIN : GOSUB 1538 « BALS = MNY 
S 

628 B=B+PRIN:C=C+I:M=M+CHRG 

638 LINES Cl, 383 =5PCS : LINES Cl, 23 =MONS : L 

INES C4, 163 =PMTS: LINES C12, 183 =CHRGS: LIN 

E$C28,263=PRINS : LINES C29,383=BALS 

648 POSITION 1,L:? LINES; :IF P=88 THEN 

GOSUB I486 
658 IF UAL cB ALS3 < 0 THEN 868 
668 IF UAL CBALS3 =8 THEN 718 
676 MONE Y = INT CUAL cB ALS3 **100 + 0 . 53/100 :M 
0N=M0N+1 : GOSUB 1280 

688 Z = INT c CMONEY** C1 + IN3 +CHRG3**100 + 0 . 53 
/100:IF PMT>=Z THEN AMT=Z:GOSUB 1460 : P 
MTS=MNYS:PMT=Z 

690 IF INTCM0N/133=M0N/13 THEN 710 
700 GOSUB 810 : L=L+1 : PRIN=8 : GOTO 588 
718 ? :? »? YEARS;" INTEREST=" ; C ; " 
CHARGES=" ; M : ? "PRINCIPAL PAID= ";B 
728 IF P=88 THEN GOSUB 1416 
738 IF UAL CBALS3 <=0 THEN GOSUB 1148:G0 
TO 88 

748 MON = l:GOSUB 1288 : YE ARS = STRS CU AL c YE 
ARS3+13 

758 GOSUB 1140:GOSUB 778 
768 GOTO 578 

778 HEADSC1,43=YEARS:HEADSC5,293=» AMO 
RTIZ ATION - BALANCE^" 

788 HEAD2S = **M0N PYMNT IN/CHRG PRIN 

BALANCE" 
798 IF P=88 THEN GOSUB 1368 
886 ? "K" : ? :? HEADS ; MONEY : ? :? HEAD2S 



: RETURN 
818 POSITION l,22i 



" i^wjuHHBiumniiiLaiisin • 1 



NPUT PMTS:IF LENCPMTS3=8 THEN PMT=8:PM 
TS=" - ":GOTO 838 

828 AMT=UAL CPMTS3 : GOSUB 1468 » PMTS=MNYS 
:PMT=UALCPMTS3 

838 POSITION 22,22:? "[SfflHIilHaB" ;: INPUT 
CHRGS:IF LENcCHRGS3=8 THEN CHRG=8:G0T0 
856 

846 CHRG=UAL CCHRGS3 

858 POSITION 1,22:? SPCS;:RETURN 

868 ? :? "BBmQfflflmm^midmrimflmQB **;abscual 

cfl AL S3 3 : GOTO 718 

878 REM ****** APPRECIATION ****** 

888 ? "B":GOSUB 1286 : GOSUB 1256 

898 BAL = INT CMONE Y** C1 + IN3 * cCP**NUM3 **188 + 

8 . 53/188 

986 ? :? :? "YOUR INUE5TMENT HILL BE W 
ORTH " ; BAL 

918 POSITION 2,22:? MSGS : GET «1,NHF N 
=155 THEN 88 
928 GOTO 86 

938 REM ****** SAUINGS SCHEDULE ****** 

948 ? "H":GOSUB 1286:G0SUB 1238:G0SUB 

1266:G0SUB 1278 ' GOSUB 1368 

958 B=8 : C=8 : IN=APR/ C12863 

966 GOSUB 1878 

976 Y = M0N + NUM**12:F0R X = MON TO Y 
988 AMT = INT c cMONE Y**IN3 **188 + 8 . 53/186 i GO 
SUB 1466:IS=MNYS:R=AMT:IF AMT=8 THEN I 
* = •• 6.66" 

996 AMT=MONEY+R+PMT : GOSUB 1538:BALS=MN 
YS t MONE Y=U AL cB A L S3 

1686 ? " ";MON,PMTS;« ";IS;" " ; BALS 
•IF P=88 THEN GOSUB 1398 

1816 MON = M0N + l:B = B + UALcIS3 : C = C*PMT I IF 

M0N=13 THEN M0N=1 « GOTO 1648 

1826 IF X=Y THEN ? *? "@II]lDBroH«HmfflH[flHffl" 

:? MSGS : GET *tl,N:GOTO 88 

1836 NEXT X 
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1848 ? *? "INTEREST=";B;" PAYMENTS="J 
C 

1845 IF P=88 THEN ? «4 ; CHRS <13> ; "INTER 
EST=";B;" P A YMENTS=" ; C : REM TOTALS 
1858 G05UB 1148:G0SUB 1878:NEXT X 
1868 GOSUB 1878:G0T0 1838 

1878 ? "H"*? :? "MONTH PAYMENT IN 

TERE5T AMOUNT":? *IF P=88 THEN GOSUB 

1388 
1888 RETURN 

1898 REM ****** PAUSE ROUTINES ****** 
1188 GET «tl,fl:IF A = 255 THEN 1188 
1118 IF A=155 THEN 88 
1128 IF A<48 OR A>89 THEN 1428 
1138 RETURN 

1148 POSITION 2,22:? MSGS:? BfflfflSBBBH 

THEN 1148 
1158 IF N=155 THEN 88 
1168 RETURN 
1178 REM ****INPUT5****** 

1188 ? "B" : ? :? "INPUT STARTING YEAR c 
PRESS -RETURN* FOR 1998)"; : INPUT YEARS 
:IF LEN cYE AR$ J =8 THEN YEARS = "1998" 
1198 IF UAL CYEAR$> >2858 OR UALcYEAR$>< 
1978 THEN 1428 

1288 ? :? "ENTER STARTING MONEY AMOUNT 
"; :GOSUB 1518:M0NEY$=MNY5:M0NEY=UALCM0 
NEYSJ 

1218 ? :? "ENTER INTEREST RATE";:INPUT 

APR : IN = APR/ 1288 I RETURN 
1228 ? i? "ENTER NUMBER OF PAYMENTS";: 
INPUT NUM : RETURN 

1238 ? :? "ENTER MONTHLY PAYMENT"; 
1248 GOSUB 1448:PMT$=MNY$:PMT=UALCPMTS 
J : RETURN 

ENTER st OF COMPOUNDING PERI 
INPUT CP*IN=APR' C188**CP> 
HOW MANY YEARS TO COMPOUND" 
; : INPUT NUM: RETURN 

1278 ? :? "ENTER STARTING MONTH ci-12> 
"; : INPUT MON 

1268 D$=STR$CMQN> :IF M0N<1 OR M0N>13 T 
HEN 1428 

1298 MONS=" ":M0N$C3-LENCD*> ,2>=D$:RE 
TURN 

1386 ? :? "BfflHmmHfflHHBBHIBB" * GOSUB 1898: 



1258 ? :? 
ODS'YEAR"; 
1268 ? :? 



YY 
XZ 

UP 
HD 



NO 

AT 
AR 

CS 

HL 
IL 
KE 



ZU 
JB 

CJ 
RA 
ZT 

ID 

YI 
UH 

CO 
TI 
OT 
AC 
RA 

YB 
YT 



GO 
BH 



IF A<>89 THEN 1358 

1318 REM ***** PRINTER SUBROUTINE**** 
1328 ? "H" : ? :? "flHB0[IM^H[2B0@BmtfmmUB[i 
mSSBBBGH-iGET »1,P 
1338 IF P<>88 THEN 1428 

1348 CLOSE «4-0PEN »4 , 8 , 8 , "P" * ? «4;CHR 
*c27> ;"0";CHR$ <27i ; " 1 " ; CHR$ C15» ;CHR* c2 
7>;"0";CHR*C55J 

1358 RETURN * REM ABOUE SETS PRINTER TO 
DEFAULT, SETS LEFT MARGIN AT 15 AND R 
IGHT MARGIN AT 55 

1368 ? tt4;CHR*ci3>;CHR$ci3> : REM THIS L 

INE JUST ADDS TWO -RETURNS' 

1378 ? t»4;HEAD*;M0NEY;CHR* C13) jCHR*ci3 

J ; HEAD2*; CHR$ C13J : RETURN : REM THIS ADD 

S THE HEADINGS WITH RETURNS 

1388 ? U4s CHR* C13J ; "MONTH", "PAYMENT", " 

INTEREST", "AMOUNT" S CHR* C13> * RETURN 

1398 ? «4; MQN, PMT$, 1$, BALS : RETURN 

I486 ? «4 ;LINE$* RETURN 

1418 ? »4; CHR$ C13J ; YEARS; " INTERE5T=" ; 
C;" PRIN=";B*? »4 ; "CHARGES^ " ; M : RET 

URN 

1428 REM *** ERROR ROUTINE *** 

1438 ? "H"»? :? "INPUT MISTAKE - START 

OUER":FOR 1=1 TO 108-NEXT I : GOTO 88 
1448 REM ***CONUERT ROUTINE *** 
1458 INPUT AMT 

1468 AMT*=STR*CINTCAMT*186>) : IF LENcAM 
T$J>6 THEN 1538 

1478 IF AMT=8 THEN MNY$=" 8.88":G0T 
0 1588 

1488 D=LENCAMT*> * DQL=INT CAMT> 

1498 MNY*=" 8.88"*MNY$c6,7>=AMT$cD-l 

,D>*IF INTcAMT>=8 THEN 1588 

1588 MNY$c7-D,4>=STR$cD0L> *GOTO 1588 

1518 REM ***** CONUERT LARGE ****** 

1528 INPUT AMT 

1538 AMT$ = 5TR$CINTCAMT**188>> 

1548 IF AMT=8 THEN MNY«=" 8.88":G 

OTO 1588 

1558 D=LENCAMT$> : DOL=INT c AMT) 
1568 MNY$=" 8.88"*MNY$C9,16>=AMT$ 
CD-1,D>:IF INTCAMTJ=8 THEN MNY$c7,8>=" 
8.-:G0T0 1588 

1578 MNYSci8-D,7i=5TR$cD0L> 
1588 RETURN 
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LISTING 1 



Don't type the, 
TYPO II Codes! 



2 REM QUIZ MASTER 

4 REM BY ERIC TUCKER 

6 REM cc>1998, ANTIC PUBLISHING, INC 
18 Pl=l : P2=P1+P1 : P3=P2+P1 : P4=P2+P2 : P5= 
P3+P2 : P6=P3+P3 : P7=P3+P4 : P8=P6+P2 : P9=P2 
♦P7 : K1 = P9 + P1 : K2 = K1**K1 : K3 = K2**K1 
28 P752 = 752 : P718 = P752 - P6**P7 : P712 = P718* 
P2*P82=P8*K1+P2*P16=P4*P4*MM=K2+P3*P5* 
GC = K2**K2 : PROMPT = GC + P5 : CONFIRM=GC+Kl 
25 P195 = P2**K2-P5 : C0NUERT = P6**P8**K2 : FQA = 
CONUERT -K2 : GFN=GC~K3 

36 DIM CLSS CK1**P2 + P8J , OST* cP16**P8> , ANS 
S«K2+P16» , CNT$ CP5**K1 + P5» .flScPD , CU$ CP3 

j : CLs$=-haa]aaacKi[DBHaiiDOoa[iiQn[£iea[i]aBQSBB" 
48 CNTs=-h hafflhattih nwh aaairaHawniiicnHJ^HhiJ 
□niiiDQi&iuDQQaQBoaDBmaiaBanDDQas-* *o$=chr$cpi 

6+P16+P2) 

45 DIM ERSScP4*KH,SRCH$cKl*P7 + P5>,GAN 
SS CK2 + P16J , FINDS cp8*Kl+P3> * E RS $ = " hUSOCS 

aoaaamh noeaae i c anam i mciljjbhgjbl aiwcDcaH* 

5 8 FiND5 = -'hhaffihafflhfinhciahaohnahhaBB»HLU> 

n[ii*r;iEnamEaL«jniMBa[!]{ri[i]»i • • 

88 SRCHs=--h haoDaQhcianahaiGSheimh haaBnonaara 



fflGHHOBGGDHH" 

81 DIM PBl*cP3>,PB2$cP3>,PUl*cP3>,PU2* 
CP3J , PC1$ (P3> , PC2$ cP3> : FOR T = l TO 3 : RE 
AD A:PBl$cT*=CHRScA) : NEXT T 

82 FOR T=l TO 3 : READ A * PB2$ cT> =CHR$ cA> 
: NEXT T : FOR T = l TO 3 : READ A*PUl$cT>=CH 
R$ (f)3 : NEXT T : FOR T = l TO 3 : READ A 

83 PU2SCTJ=CHRSCA> :NEXT T : FOR T=l TO 3 
: RE AD A*PCl$cT>=CHR$cA> *NEXT T : FOR T=l 

TO 3 : READ A * PC2« cT> =CHR$ c A> : NEXT T 

84 DATA 27,69,155 

85 DATA 27,78,155 

86 DATA 27,45,49 

87 DATA 27,45,48 



CJ 
DP 
LR 

YM 
ID 
IW 
OA 
EO 
OJ 
KB 
AF 

CU 

ED 
GB 

XP 

XQ 

YI 



nnnnnnnnnnnnnnnnnnnnnnnnnnn 



88 DATA 15,155,155 

89 DATA 18,155,155 

98 LIMIT = FRECZR>-P16**P8:DIM DAT* cLIMIT 
J :OPEN «P1,P4,ZR,"K*" 

188 POKE K1*P8+P2, P2 : GRAPHICS ZR:POKE 

5 5 9 , Z R : ? " □□□□□□□□□□□□□□□□□□□□□□□□□ 

nnnnnn" 
ne ? - 

OQBfl" : ? 

□□□□" 

115 POKE P718,P2:P0KE P712 , P2 » T=USR CAD 
R CCL55) » : POKE P82 , P2 * POSITION P2,P4*? 
"Select option*" 

128 ? -nnnnnnnnnnnnn-rpoKE P82,P3:? -s 

••17 "A - Add new entries"*? "L - Load 
file froH disk*' 

138 ? "S - Save file to disk"*? "E - E 
dit file"*? "B - Browse thru file"*? " 
T - Test yourself" 

148 ? "P - Printout study sheet"*? "I 
- Index of disk files"*? "C - Clear ne 
Mory-*? "0 - Quit progran" 
158 POKE P82,P2*? *? "MeMory used* ";L 
ENcDAT**;" bytes"*? "Menory left* ";LI 
MIT-LENcDATSi ;•" bytes"*POKE P752,P1 
168 ? "Nunber of entries* ";E*? INTC18 
8*LENcDAT$J'LIMIT*Pl'P2> ;"* of nenory 
in use"*POKE 559 , P3*K1+P4 

178 POKE P752 + P6 + P6, P16*P16P1 * GOSUB G 

C*IF A=K1*P6+P5 THEN GOTO K3 

172 IF A = K1**P7 + P6 THEN GOTO K3**P2 



174 IF A = K1**P8 + P3 
TO P5**P5**K2 
176 IF A = K1**P6 + P9 
TO K3**P3 

178 IF A = K1**P6 + P6 
TO K3**P4 

188 IF A = K1**P8 + P4 
TO K3**P5 



AND DAT$<>- 
AND DATSO* 



AND DflTSO' 
AND DATSO' 



THEN GO 
THEN GO 



THEN GO 
THEN GO 



APRIL/MAY 1990 



198 IF A=K1*P8 AND DATSO"" THEN GOTO 
K3*P6 

192 IF A=K1*P7+P3 THEN GOTO K3*P7 RT 

194 IF A=K1*P6+P7 AND DATSO"" THEN GO 

TO K3*P8 YB 

196 IF A=K1*P8+P1 THEN 8588 

198 ? "H*":GOTO K2+P7*K1 

1888 T=USRcADRcCLSS>» :POKE P718,P16*P9 TZ 
:POKE P712,P16*P9:P0SITI0N P2,P5:? "DD 
□□□□□□□□□□□" HF 
1883 POSITION P2,P6+P7:? "ENTER BLANK FU 
TO RETURN TO MAIN MENU" 

1886 ? :? "Please Unit entries to two 

lines;":? "otherwise they will be tru GG 
ncated" 

1818 POKE P752, ZR : POSITION P2,P4:? "Wfl 5Z 
raSHOIMaiDB" : POKE P82,P4:? : INPUT »1 6,057 EZ 
S:POKE P82,P2 TZ 
1815 IF QST$="" THEN GOTO MM 

1828 ? :? ••■ttafflBfflHOM" i 'POKE P82,P4:? : IN 00 
PUT »16, AN5S: POKE P82,P2:IF ANS$="" TH 
EN GOTO MM GN 
1838 POKE P82,Pl:P0KE P752,PD? "Wtffcfifcli* 
UttDfrittUIs the above infornation correct XF 
? ty/nJ " : POKE P82,P2 SU 
1848 G05UB C0NFIRM+P5 : IF A THEN GOTO K UQ 
3+P8*Kl 

1868 T=USRcADRcCLSS>> POSITION P2,P8:? PF 

"■SGDaraQisimaBQmfflsmiiiiaQ" : ? :gosub promp ri 

T:GOTO K3 KX 
1888 ANS$=ANS$CP1,P7*K1+P1-CP7*K1+P1-L KF 
ENcANS$5J^cLENcftN5S5 <P7*K1 + PD > : IF DAT UX 
$<>"" THEN DATScLENcDATS)+PD="B" US 
1885 Q5T$=Q5T*CP1,P7*K1+P1- CP7*K1+P1~L ZJ 
EN cQSTSi >*cl_EN COSTS* <P7*K1 + PD> 
1898 DAT ScLENcDATS>+PD=OSTS: DATS cLENc 
DATS*+PD="[B" : DATS cLEN CD ATS* + PD = ANSS : PA 
E=E+P1 : GOTO K3 

2888 T=USRCADRCCLSS1) :POKE P?18,P8*Kl: ML 
POKE P712* P8*K1 ' POKE P82,P2 

2885 POSITION P2,P8:? "ENTER BLANK TO DA 
RETURN TO MENU" HJ 
2818 POSITION P2,P4:? "Load file froM 

disk-:? "nnnnnnnnnnnnnnnnnnn" : poke P75 

2,ZR:P0KE K2*P7+P2 , P16*P4 ID 

2828 POKE P7*K2-P6,ZR:? "Fiienane: ";: XR 

GOSUB GFN PA 

2858 TRAP 2853:P0KE 752, Pit? "ffl":CL05E UQ 

»P2:0PEN »P2, P4, ZR, Q5T$ : TRAP 2888:G0T 
0 2868 

2853 ? "EDDfflffiDI'O ERROR! !□ (nunber ";P OE 

EEKCP1951 ;••>": GOSUB PROMPT:GOTO P2»K3 

2868 IF DATS="" THEN 2869 WD 

2861 T=P7:? "[^Overwrite resident file MD 
? cy/nJ" II 

2862 GOSUB GC * IF A = K1«P8 + P9 THEN DATS = 

••••:? "BBDO";:GOTO 2868 RK 
2864 IF A = P7«K1 + P8 THEN DATS CLENCDATS) 

+P1>=CHRSCZRJ :? "ffiDDo not o";:GOTO 286 HZ 

8 MQ 
2866 ? "Eft": GOTO 2862 

2868 ? "verwrite resident file" NK 

2869 ? :? "D";:GOSUB CONFIRM:IF NOT A MV 
THEN CLOSE »P2:G0TQ K3*P2 

2874 ? "Qffiffl";:IF T=P7 THEN ? "fflffl";:T=Z NU 
R 

2876 ? "Loading " ; OS ; QSTS ; QS ; *■ fron di IU 

sk..." KM 

2878 INPUT *tP2,0STS:DATScLENcDATS>+Pl) EU 
=OSTS:GOTO 2878 

2888 CLOSE »P2 : E = USR c ADR cCNTSj , ADR <D AT 
S> , LEN CDATS3 -PD : ? "^Loading Job compi UR 
ete ": GOSUB PROMPT ' GOTO MM KH 

2588 T=USRCADRCCLSS>> :POKE P718,P8«K1' HP 
POKE P712, P8*K1 : POKE P82,P2 

2585 POSITION P2,P8:? "ENTER BLANK TO UG 
RETURN TO MENU" 

2518 POSITION P2,P4-? "Save file to di NH 

sk"«? "nnnnnnnnnnnnnnnnn" :poke P752,zr 

i POKE K2*P7+P2, P16*P4 ZS 
2528 POKE P7«K1-P6,ZR:? "Fiienane: "it 
GOSUB GFN : POKE P752,P1 

2558 TRAP 2598:? "tBQSBfflSa v i ns ";0S;05TS IE 
;QS;" to disk. ..": CLOSE »P2 : OPEN »P2,P KH 
8,ZR,Q5TS 

2568 A = INTCLENCDATS1X127>-P1:IF LEN <D A 

TS1>126 THEN FOR T = ZR TO A:? «P2;DATSc XE 

T*127+l, T*127+P16*P8-PD : NEXT T 

2578 IF LENCDATSJX1270INTCLENCDATSJ/1 

27> THEN ? t*P2;DATScA*127+P16«P8,LENcD NX 

ATSJi 

2588 CLOSE «P2 : ? :? "File saved" : GOSUB UT 

PROMPT: GOTO MM 
2598 IF PEEKci95i=178 THEN 2568 NO 
2688 ? "ffiDfflffiDI'O ERROR! !□ (nunber ";P 
EEKCP195J ;"J":CL05E »P2 OA 
2618 GOSUB PROMPT: GOTO P5*P5*K2 RK 
3888 T=U5RcADRcCLSS>> : POKE P718,P16*P9 
:POKE 712, P16*P9 : POSITION P2,P4:? "Edi ZI 
t file":? ••UUUUUUUUU" ZR 
3818 ? "Enter a one-line search string 



:":POKE P752,ZR:? "EfiffiffiEnter blank to r 
eturn to MenufflSBB" 

3828 INPUT «P16,0STS:IF OSTS="" THEN G 
OTO MM 

3838 POKE P752,PD? "fflQBBEBQIIlHBDSear c h ins 
...";:FOR T=P1 TO LEN COSTS* : A=A5C COSTS 
cD>:IF A>P256'P2 THEN A=A-P256'P2 
3848 IF A>P16*P6 AND A<P16«P8~P5 THEN 
A=A-P8*P4 

3858 0STSCT,T3=CHRSCA> :NEXT T - 0 = ZR 
386 8 M=USR(ADRCFINDS) , ADR (D ATS) +0 , LEN c 
DATS) + ADR CD ATS J , ADR CQSTSl , LEN COSTS) > : I 
F M THEN 3888 

3878 ? "□Search string not found":G05U 
B PROMPT :GOTO MM 

3888 M = M + P1-ADRCDATS) :C1 = M:C2 = M 
3898 Cl=Cl-Pl:IF NOT CI THEN 3188 
3895 IF DATS cCl , CD <>"*" AND DATScCl,C 
DO"*" THEN 3898 

3188 C2=C2+Pl:IF C2>LENcDATS> THEN 311 
8 

3185 IF DATS cC2, C2> <>"»" AND DATScC2,C 
2)<>"r THEN 3188 

3118 C3=C2:IF C2>LENcDATS> THEN 3138 
3111 IF DATSCC2,C2)="»" THEN 3138 
3128 C3=C3+Pi:lF C3>LENcDATS> THEN 314 
8 

3125 IF DATS cC3, C3> <>"«" THEN 3128 
3127 GOTO 3148 
3138 C2=C1 

3135 Cl=Cl-Pl:IF NOT CI THEN 3148 
3137 IF DAT$cCl,CD <>"«'• THEN 3135 
3148 ? "□■miUHBHOrafflBB" : POKE P82,P4:? 
3145 ? DATS CC1+P1, C2-PD : POKE P82,P2:? 

"tmSfflBHfJlHfflHrflBB" : POKE P82,P4:? :? DATS c 
C2+P1, C3-PH : POKE P82,P2:? "ffi" 
3158 ? "(fiBSa Find string again":? -mum 

Edit this entry" 
3168 ? "«[QB Delete this entry'*:? "MUM 
Return to nain Menu" 

3161 GOSUB GC:IF A = P6**K1 + P9 THEN 3258 

3162 IF A=P7*K1 THEN 0=C3:F0R T=P16+P7 
TO P6 STEP -Pl:POSITION P2,T:? "D";:N 

EXT T:GOSUB GC+K1«P3 : GOTO 3868 
3164 IF A=P8*P8+P4 THEN 3288 
3166 IF A=P8«K1+P2 THEN GOTO MM 
3168 ? "B";:GOTO 3161 

3288 POKE P718, P16**P3 : POKE P712,P16«P3 
:? "SD9BQHRQBBHD E L E T E THIS ENTRYffi" : GOSUB 
CONFIRM 

3281 POKE P718, P16*»P9 : POKE P712,P16«P9 
:? "arafflffl"«IF NOT A THEN 3158 

3282 GOSUB 3283:G0T0 3218 

3283 IF E = P1 THEN DATS = RETURN 

3284 IF C1=ZR THEN DATS (PD =D ATS CC3+P1 
I : RETURN 

3286 IF C3>LENCDATS> THEN DATS CCD =•••• x 
RETURN 

3288 DATS CCD =DAT$ CC3> : RETURN 

3218 IF DATS = "" THEN E = ZR:? "ffiDffiffiDBBffi" : 

GOSUB PR0MPT:G0T0 MM 

3213 e=e-pi:? "ffiBHrnafflaBmaBrauasyBBE" 

3216 ? "EfiBSB Find string again":? "BCSB 

Return to nain Menu" 
3228 GOSUB GC:IF A = P8**K1 + P2 THEN GOTO 
MM 

3238 IF A=P7»K1 THEN 3162 
3248 ? "Q";:GOTO 3228 

3258 ? "BBDfflDfflQfflDMake desired changes, 
then Press <RET>":POKE P82 , P4 : POSITION 
P4,P8:P0KE P752,ZR 

3255 ? "fflH"i : INPUT «P16,05TS 

3268 ? "BBBB" : INPUT «P16,ANSS 

3278 POKE P752,P1'P0KE P82,P2t? "BBDIs 

this O.K.? cy^nJ" 

3273 GOSUB GC:IF A = P7**K1+P8 THEN GOTO 
MM 

3276 IF AOP8*Kl + P9 THEN ? "Q";:GOTO 3 

273 

3288 GOSUB 3283 : DATS CLEN CDATS> +PD ="B" 
: DATS CLEN CD ATSi +PD =OSTS : D ATS CLEN CD ATS 
> +PD =••»" 

3298 DATS CLEN CDATSJ +pu =ANSS : GOTO MM 
4888 POKE P718, 242 : POKE P712 , 242 : T=USR 
cADRcCLSSi i : POSITION P 2,P 4*? "Browse t 
hru file":? "□^□^□□^□□C^^□□□^□ ,, 
4885 ? "EBBBPr ess <ESC> to return to Men 
u"i? "ffiBBBBShow Question or Answer first 
? cflxA»" 

4818 GOSUB GC:IF A=P2*K1+P7 THEN GOTO 
MM 

4815 IF AOP6«Kl + P5 AND A<>P9*P9 THEN 
? "Qffl" : GOTO K3«P4+K1 

4828 ? "fflQ" : M= CA = P9**P9> : ? "ISIDShow "; 
:IF M THEN ? "quest i on" ;: GOTO 4848 
4838 ? "answer"; 

4848 ? " first":? "BBYou want auto answ 
er cover? CV^NJ" 
4858 GOSUB C0NFIRM+P5 

4868 AC=A:? "ffiD";:IF NOT AC THEN ? "D 
o not c";:GOTO 4888 
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4078 ? "C"; 

4688 ? "over answers autonat i c a l l v" * ? 
:GOSUB P9*P5~K2*.? : GOSUB CONFIRM : IF N 
OT A THEN GOTO MM 

4898 T = U5RCADRCCLS«J J :EN = Pl:? W'CUS 
= "BlfflHB" 

4188 POKE P82,ZR:P0SITI0N ZR # P3 : ? "01: 

":? "WfflAl:":? "EBfflQ2 « " : ? "fflfflA2 : " : ? "ffiSB 
3:":? "f4ifflA3 : " : G05UB 4688 

4118 POKE P82,Pl:P0SITI0N P1,P2*K1+P3: 
? "DOPtions: < > Hffl m® 1 2 3 J 
H BKS":P0KE P718+P16+P6,ZR 

4113 POKE P82,P4:P05ITI0N P1.P16+P5:? 
"Now starting with entry «" ; EN 

4114 IF PEEKCP718+P16+P6J=P16+P1 THEN 
POKE 764,57 

4117 IF PEEKC764)=P16*P16-P1 THEN 4114 

4128 GOSUB GC:T=4148:IF A=P2*K1+P7 THE 
N GOTO T 

4122 IF A=P6*K1 AND EN>P1 THEN GOTO T+ 
Kl 

4124 IF A=P6*K1+P2 AND EN<E-P2 THEN GO 
TO T*K1*P2 

4126 IF cA=P3*Kl OR A=P4*K1+P3> AND EN 
>P1 THEN GOTO T*K1*P3 

4128 IF CA=P3*K1+P1 OR A=P4*K1+P2* AND 

EN<E-P2 THEN GOTO T+K1*P4 
4138 IF A<P5*K1*P2 AND A>P16*P3 THEN G 
OTO T+K1*P6 

4132 IF A=P7*K1+P2 THEN GOTO T+P5*K1 
4134 IF A=P7*K1+P4 AND E>P3 THEN GOTO 
T + K2 

4138 ? "QBP":GOTO 4113 

4148 POKE P82,Pl:P05ITI0N PI , P2*K1 + P3 * 
? "-Return to Main Menu? cY'N*"; 
4142 GOSUB C0NFIRM+P5 : IF A THEN GOTO M 
M 

4144 GOTO 4118 

4158 EN=EN-P3:IF EN<P1 THEN EN=P1 

4151 IF AC THEN CU$ = "BI1H" 

4152 GOSUB 4688:G0T0 4113 

4168 EN=EN+P3:IF EN>E~P2 THEN EN=E-P2 

4161 IF AC THEN CU* = "MB" 

4162 GOTO T+P2+K1 

4178 EN=EN-Pl:IF AC THEN CU$ = 
4175 GOTO K1+P2+T 
4188 EN=EN+P1»IF AC THEN CU* = 
4185 GOTO K1+P2+T 
4198 A=USRcADRcCL5*>> POSITION P2,P4:G 
OSUB P9**P5**K2 : GOSUB PROMPT : A=U5R c ADR cC 
LSSn : GOTO 4188 

4288 T = A-P16**P3:IF T+EN~P1>E THEN 4138 

4285 A=USRcADRcERS*> , T*P6-P2> » A=USRcAD 
RcERSSJ . T*P6~P2* * A = P1- ASC cCU* CT* > :CU*c 
T,T>=CHR*cAi 

4218 IF A THEN T=T+EN~P1 « GOSUB FQA : GOS 
UB C0NUERT+K2 
4215 GOTO 4113 

4248 POSITION P2 , P16+P7 : POKE P752.ZR:P 
OKE P82/P1:? "DffJffiES Jump to what entry? 
ci-";E-P2;"» "J 

4241 TRAP T+K2:INPUT »P16,EN 

4242 IF EN<P1 OR EN>E~P2 OR EN< > INT cEN 
i THEN GOTO T + K2 

4244 IF AC THEN CU$="BBB" 

4246 POKE P752,Pl:? "83D";:GQSUB F0A-K2 
:GOTO 4118 

4588 ? "Keystrokes and their functions 
:-:POKE P82,P4:? x? ••< Scroll backwar 
d three entries" 

4518 ? "> Scroll forward three entrie 
s":? "Hffl Scroll backward one entry's? 

"fejffi Scroll forward one entry" 
4528 Q5T$=" Toggle answer cover of en 
try »":FOR T=P1 TO P3:? T ; OST* ; T : NEXT 
T 

4525 ? "J Jump to specified entry":? 
"H Help with keystroke functions" 
4538 ? "KH Escape to Main nenu"'POKE 
P82*P2t RETURN 

4688 FOR T=P1 TO P16 STEP P3:A=U5RcADR 

cERSS* » T* i NEXT T^POKE P82,P4 

4685 FOR T=EN TO EN* cEN< E» ♦ CE~EN>P1» 

4618 GOSUB FOA:POSITION P4 , P3+P6* cT - EN 

»:IF LENcQSTS) <P6*»P6 THEN ? QST$ : GOTO 

4648 

4628 ? QSTSCP1,P5*P7> : A= ASC COST* cP6*P6 
> 3 : GOSUB CONUERT:POKE 48159+P6*P4*K1* c 
T-EN> , A 

4638 IF LENcOST$i>P6*P6 THEN ? 0STSCP6 
*P6+Pl,LENc05TS>> 

4648 IF NOT ASC cCUS cT - EN+P1> * THEN 46 

78 

4658 GOSUB CONUERT + K2 
4678 NEXT T : RETURN 

4788 IF T=P1 THEN C1=P1 « GOTO 4728 
4718 C1 = USRCADRCSRCH$1 , ADR CD At $ J , T P1, 
ZRJ+P2 

4 728 C2 = USRCADRCSRCH$) , ADRCDAT*) J-PD 



BP 
KO 

NA 

IT 

HS 
JI 
MC 
PO 
BB 
IT 
MM 
TM 

AX 



XU 

BD 

ZX 

BJ 
KO 
UZ 
AT 

EU 
JO 

SF 
RR 

DN 

ZX 

ON 
BH 

RC 
BC 



LS 
TR 



KD 

XS 
EX 
ES 
DY 
TZ 
OD 
TJ 
AS 
BE 
DX 
MA 
EG 

AI 

RF 
SN 

IS 



ST 
014 



PX 
QU 



:C3=U5RcADRcSRCH$> ,ADRcDAT$i * T » ZR) 
4738 IF T=E THEN C3=LENcDAT$J 
4748 IF M THEN 05T$=DAT$ cCl , C2> : ANS$=D 
AT$ CC2+P2, C3J : RETURN 

4758 0ST$=DAT$CC2+P2,C3> : ANS$=D AT$ cCl , 
C2> : RETURN 

4888 D0NE = C0NUERT + K1*P4»IF A<P8*P4 THE 
N GOTO DONE 

4885 IF A<P16«P6 THEN GOTO D0NE+P5 
4818 IF A<P16*P8 THEN RETURN 
4815 IF A<P16«K1 THEN GOTO DONE 
4828 IF A<224 THEN GOTO D0NE+P5 
4838 RETURN 

4848 A=A+P16*P4:RETURN 
4845 A=A-P8»P4:RETURN 

4988 POSITION P4 * P6 + P6* cT - EN J * IF LENcA 
N5$><P6^P6 THEN ? ANS$ : RETURN 
4918 ? AN5* cpi, P5**P7J : A = ASC CANS* CP6*P6 
)>:GOSUB CONUERT ' POKE 48279+ P6*P4*K1* c 
T - EN* , ft 

4928 IF LENcANS** >P6**P6 THEN ? AN5$ cP6 
*P6+P1,LENCANS*J J 
4938 RETURN 

4988 FOR C3 = P1 TO P3:F0R C2 = P1 TO P4 « N 
EXT C2:S0UND ZR,A,T,P7 

4982 FOR C2 = P1 TO P9*»P2«NEXT C2<S0UND 
ZR, A, A,ZR«NEXT C3 « RETURN 

5688 POKE P718,P16*P6:P0KE P712«P16«P6 
' POKE P82,P1»T=USRCADRCCLS*J * 
5865 POSITION P1,P4«? "Test knowledge 
of this file" 

5818 ? "nnnu u uu u uu uu uuu u u u uuuuu u uuu" » ? 



BCEKDPJ 833836" I C = ZR i M=ZR 
5615 GOSUB CONFIRM:IF NOT A THEN ? *6 
OTO MM 

5828 ? "ffi-Dffl-lTest in order? cY'N> ( 'tGOS 
UB C0NFIRM + P5 « 0 = A : ? "390" J » IF 0 THEN ? 
"T"J : GOTO 5848 
5838 ? "Do not t"; 

5846 ? "est in order"*? *? "Give quest 

ion or answer as hint? cQ'A>" 

5658 GOSUB 6C»IF AOP6*»Kl + P5 AND AOP9 

**P9 THEN ? "_3~"tG0T0 5858 

5868 M=CA=P9*P9> t? "ffiDGive ";»IF M THE 

N ? "question"; * GOTO 5886 

5878 ? "answer"; 

5888 ? " as hint"*? '? "Accept answers 
with DQser approval or DQerbatin cexa 
ctiv as entered)? cU'U>" 

5898 GOSUB GC * IF AOP8«Kl + P5 AND AOP8 
*K1+P6 THEN ? "fflB"»GOTO 5898 
5188 AC= CA = P8*K1 + P6» « ? "BBDAc c ept " ; : IF 
AC THEN ? "verbatiN answers oniv"*60T 
0 5128 

5118 ? "user approved answers* 1 

5128 ? :? "To what file should I save 

questions"'? "that you answer incorrec 

tlV?"<POKE P752,ZR:? : GOSUB GFN 

5125 POKE P752,Pi:? •*_D_93DffiDSave quest 

ions answered incorrectly" » ? "under th 

e filenane ";Q$;Q5T$;Q* 

5136 ? :G05UB CONFIRM:? "Q"iIF NOT A 
THEN GOTO MM 

5146 T=U5RCADRCCL5*1* 'CLOSE «P2:TRAP 5 

142:XI0 P6**P6,«P2, ZR, ZR, OSTS 

5142 OPEN »P2,P8,ZR,0ST*:P05ITI0N P2,K 

1+K1+P3 

5145 ? "CORRECT: 6 WRONG : 8 PERCENT: 
none" ; 

5158 TRAP 48888 ' EN=P1 : IF NOT 0 THEN E 
N = INT cRND CZR>*E)*P1 

5153 T=EN:GOSUB FQA : POKE P82 , P2 : POSITI 
ON P2,P4 

5155 ? "■mmS_HH~fflHB" : POKE P82.P4:? « IF 
LENCQST*! <P6*P6 THEN ? OST*:GOTO 5165 
5168 ? 05T*CP1,P5*P7J : A=A5CC05T*CP6*P6 
>>:GOSUB CONUERT : POKE 48279, A 
5162 IF LENcQST*> >P6»P6 THEN ? QST*cP6 
*P6+P1,LENC0ST*>J 

5165 POSITION P2,K1+Kl:? "Type ";0*;"< 

MENU > " ; 0* ; " to return to Main Menu" 

5168 POSITION P2,P9:? "■Qm_~SO~~a_SmB~ 

" : T=P1 : GANS*="" : POKE P752, ZR: ? 

5176 GOSUB GC:IF ccA>=P8«P4 AND A<=P16 

«P8-P4> OR CA>=P16«K1 AND A<=P16*P16P 

4is AND T<P7«K1 THEN 5216 

5188 IF A=P16«P8-P2 AND T>P1 THEN 5238 

5196 IF A=P16«K1-P5 THEN 5256 
5286 GOTO 5178 

5218 GANS*cTJ=CHR*cAJ :T=T+Pl:? CHR* cA> 
;:IF PEEKcP82+P3» >P4»K1-P3 THEN POSITI 
ON P4,K1*P2:? "BBffl"; 
5226 GOTO 5178 

5238 T = T-Pl:GANS*cT,T»=" ":IF PEEK cP82 
+P3J=P4 THEN POSITION P4«K1-P1* Kl+Pl > ? 

5246 ? CHR* CAJ ; : GOTO 5176 

5256 IF GAN5*="<MENU>" THEN CLOSE »P2 : 

GOTO MM 
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DAT*=""'GOTO 5254 
DAT»CC1-P1»= GOTO 



HT 
NY 



BO 

OG 



5251 IF E=P1 THEN 

5252 IF EN=E THEN 
5254 

5253 DAT* cC13=DAT* CC3+P23 

5254 E=E-P1 

uSSS^SS^miSS^nmlr^ 5 1 T 1 0 W p 2,P7+P7«? 

LENCAN5*XP6«P6 THEN ? AN5* > GOTO 5288 

5266 ? ANS* cpi, P5*P73 » A = A5C CANS* cP6*P6 

>J'G05UB CONUERT * POKE 48679* A 

5278 IF LENCANS*> >P6«P6 THEN ? ANS* CP6 

«P6+P1,LENCAN5*>> 

5288 IF GANS*="" THEN GAN5* = "C1" 

5282 T=LENCANS*J » IF LEN c G ANS*3 < LEN < ANS 

53 THEN T=LEN cGAN5*3 

5285 POSITION P2 , Ki + Kl « POKE P82,P2:Ci= 
cGANS* cpi, T3=AN5*3 » IF AC THEN 5388 
5298 POKE P82,P1«? "HB" : ? "Did you give 
the correct answer? cY'N3 " j « GOSUB CON 
FIRM+P5«C1=A«P0SITI0N P1,P2*K1 
5388 POKE P82,P2:? 

□ffi"i? i i C = C*P1 » 1 

F NOT CI THEN ? "Hfl" J » C = C - PI i W=M+P1 
5328 ? "fflfflmrasaOIMI" : FOR C3 = P1 TO P3 » FOR 

C2=P1 TO P3:NEXT C2 
5338 SOUND ZR , P4*K1 - C1*K1 , P6+P4*C1 , P4 : 
FOR C2 = P1 TO P7*P2 » NEXT C2«50UND ZR,ZR 
,ZR,ZR:NEXT C3 
5332 IF CI THEN 5348 

5334 IF M>P1 THEN ? «P2;"ffl"J 

5335 IF NOT M THEN GANS*=QST$ : QST$=AN 
5$ : AN5*=GAN5$ 

5336 ? »P2;0ST$:? »2 ;"[»"; ANS* 

5348 GOSUB 5378 : POSITION P7+P8 - P2*C1 , K 
1*P2:? "press any key:G05UB GC:T = USRc 
ADRcCL5$33 

5358 GOSUB 5378:IF E THEN 5158 
5368 CLOSE »P2 : POSITION P2,P4:? "Thaf 
s all the questions ! •• J GOSUB PROMPT:GOT 
0 MM 

5378 POSITION PI , K1+K1+P3 : ? "□CORRECT: 
";C;" WRONG: PERCENT: ";INTci 

88*C CC+N33 ;"X"; : RETURN 

6888 T=U5R CADR CCL5$J 3 : POKE P710,242:PO 
KE P712,242 

6885 POSITION P2,P4:? "Printout study 

sheet** : ? "nnnnnnnnnnnnnnnnnnnn" 

6818 ? "ffiffiftj&ENTER BLANK TO RETURN TO M 
ENU":? "ffiffifflfflffiEnter a two-line title:": 
? : INPUT »P16, ANS* : CLOSE »P2 

6811 IF AN5*="" THEN GOTO MM 

6812 ? "^Regular or Condensed print? c 
R'C3" 

6814 GOSUB GC:IF AOP6*Kl + P7 AND AOP8 
*K1+P2 THEN ? "EBB": GOTO 6814 
6816 M=P4*Kl+24*cA=P6*Kl+P73 : T = ZR 
6828 ? ••*□"; :IF M=P4«K1 THEN ? "Resuia 
r"; :GOTO 6824 
6822 ? "Condensed"; 
6824 ? " print":? 
OT A THEN GOTO MM 
6826 ? ••□Printing. 
P2,P8,ZR,"P:":IF t 
;PC1* 

6828 ? «P2; PB1S; PU1*; ANS*; PB2*; PU2* : ? 
«P2 

6848 IF E<P2 THEN 6888 

6858 FOR T=P1 TO E:GOSUB FQA 

6852 ANS*=ANS*cpi,M-Pl- CM- PI - LEN c AN5*3 

3»cLENcANS*3 <M-P13 3 

6854 OST*=OST*cPl,M-Pl- CM- PI - LEN COST *3 
3*cLENcQ5T*3 <M~P133 :? »2;QSTS; 

6868 05T* = FOR A = l TO M+P1 + C1 - C2 * OST 

*cA,A3= NEXT A 

6878 ? »2; OST*; ANS* : NEXT T 
6898 ? »2;PC2*:? «2:? «2 

6188 ? "fflDPrint Job f i n i Shed ME": GOSUB 

PROMPT:GOTO MM 
6118 ? "ffiDPrinter not responding! ! Q" : C 
LOSE »P2:G0SUB PROMPT : GOTO MM 
7888 T=USRCADRCCLS$1> : POKE P718,192»P0 
KE P712i 192 POSITION P2,P4:? "Index of 

disk files":? ■•□□□□□□LJUUUUUUUUUUUU" 
7818 ? "fflfflPress < RET > for " ; 0* s "Dl : * . * 
;fl*:? "fflPress <ESC> to return to Menu 

7828 POKE P752,ZR:? "BBffiffifflfflF i 1 espec : "; 
»POKE P752+P6+P6, P16*P16-P1 
7838 IF PEEKCP752+P6+P6*=P16*P16-P1 TH 
EN 7838 

7848 IF PEEKCP752+P6+P6>=28 THEN GOSUB 

GC:GOTO MM 
7858 INPUT »P16, ANS* : POKE P752,P1:IF A 
N5*="" THEN ANS*="D:*.*" 

7868 IF LENcAN5*3>2 THEN IF AN5*cP2,P2 

3=":" OR AN5*cP3,P33= THEN 05T*=ANS 

*:GOTO 7888 

7878 0ST*="D:":0ST*C33=ANS* 
7888 ? "ffifflffiDfflfflDfflffinFi lespec : ";0*;05T*; 
li*:CL05E «P2 : TRAP 7128:0PEN »P2,P6,ZR, 
QST* : TRAP 7188:? 



:GOSUB CONFIRM:IF 



. . " : TRAP 6118 : OPEN « 
=P6*K1+P4 THEN ? «P2 



LJ 

UZ 
AU 

EL 

MF 



EF 
MS 



IH 



EP 
JD 



DM 



IH 
EL 



SU 
OM 



DI 



YG 
FG 



JJ 



UU 
IB 



EI 



7898 INPUT »P2,AN5*:? ANS*;" ";:INPUT 

»P2,AN5*:? ANS*:GOTO 7896 
7188 IF PEEK C853 > Kl THEN ? 
7118 GOSUB PROMPT:GOTO K2 
7128 ? "fflDI'O ERROR! !□ cnuHber " ; PEEK 
CP1953 ; "3 : GOSUB PROMPT'-GOTO P7*K3 
8688 POKE P718, P16*P3 : POKE P712,P16*P3 
: T=U5R CADR tCLS$3 3 : POSITION P2,P4:? "CL 
EAR MEMORY":? "□□□□□□□□□□□□" 
8816 GOSUB CONFIRM:IF NOT A THEN ? iG 
OTO MM 

8638 T=USR cADR CCLSS3 3 : ? :? "fflfflfflMEMOR Y 
CLEARED! !B":DAT$="":E=ZR:G05UB PROMPT: 
GOTO MM 

8588 POKE P718, P16*P3 : POKE P712,P16*P3 
: T=USR cADR CCLS$3 3 : POSITION P2,P4:? "QU 

it program":? "nnnnnnnnnnnri" 

8518 GOSUB CONFIRM:IF NOT A THEN ? :G 
OTO MM 

8528 POKE P718,P2:P0KE P712,P2:P0KE P8 
2,Pl:P0KE P7**K2-P6, ZR : POKE K2*P7 + P2,P1 
6*P4 

8538 POKE P718-P1, P2 : POSITION ZR,ZR:? 
"DC3D"; : T = USR CADR CCLSS3 3 :P0KE P716-P1,K 
l:POKE P752,ZR:CLR : END 

9888 INPUT ttP16, AN5$ : IF AN5S = "" THEN P 
OP .'GOTO MM 

9818 IF LENCANS$3>P2 THEN IF ANS$cP2,P 

23= OR ANS$cP3,P33= THEN Q5T$= AN 

5$ : RETURN 

9826 OST $ = "D :-: Q5T$ CP33=ANS$: RETURN 
16868 GET «P1 , A : A=A - P16*P8* c c A > P16«P83 

AND CA< >P16**K1-P53 3 : A = A - P8*P4* c c A > K2 - 
P43 AND CA<P16«P8-P53 3 : RETURN 
18685 POKE P752.Pl:? :? "Press any Key 

to continue" : GOSUB GC : RETURN 
18818 ? "Is this OK? CY'N3"; 
18615 GOSUB GC:IF A=P7*K1+P8 THEN A=ZR 
: RETURN 

18828 IF AOP8«Kl + P9 THEN ? "QEB" : GOTO 

C0NFIRM+P5 

18825 A=P1 : RETURN 

18836 IF C33LENCDAT53 THEN POP :GOTO 3 
678 

18635 RETURN 
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UU 
UU 
GD 
EU 

IJ 
PR 

WO 

RD 

PY 

TH 
UB 

MY 
KB 
PU 

LU 

BQ 

YC 

DM 
BK 
MM 

CM 

UQ 

AR 
PU 
AL 

LI 
CM 



DJ 
MX 



AN 



Plea 



18 REM QUIZ MASTER, LISTING 2 
28 REM BY Eric Tucker 

38 REM c c 3 1985,1988 ANTIC PUBLISHING 
46 REM CLINES 18-256 MAY BE USED WITH 
OTHER BASIC LOADERS IN THIS ISSUE. 
58 REM CHANGE LINE 78 AS NECESSARY. 3 
68 DIM FNSC283 ,TEMP$C283 , AR*C93> :DPL=P 
EEKC165923 :POKE 16592,255 

78 FN$="D:LINES.LST":REM THIS IS THE N 
AME OF THE DISK FILE TO BE CREATED 
86 ? "BGDiSK or Bassett e?" ; : POKE 764,25 
5 

98 IF NOT CPEEKC?643=18 OR PEEKc?643= 
583 THEN 98 

188 IF PEEKC?643=18 THEN FN$="C:" 
118 POKE 764, 255 : GRAPHICS 8:? 
TIC'S GENERIC BASIC LOADER" 
128 ? ,"BY CHARLES JACKSON" 
136 POKE 18592, DPL : TRAP 288 
148 ? :? :? "Creating ";FN$:? 
se stand by." 
158 RESTORE : READ LN : LM=LN : DIM A* CLN3 : 
C = l 

168 AR*="" : READ AR$ 

178 FOR X=l TO LENCARS3 STEP 3 i POKE 75 
2,255 

188 LM=LM-1 : POSITION 18,18:? "CCountdO 
wn. . .T-";INTCLM'183 ; "3 

196 A$cC,C3=CHR$cUALcAR$cX,X+23 33 :C=C+ 
l:NEXT X:GOTO 166 

288 IF PEEKC1953=5 THEN ? :? :? "ETOO 
MANY DATA LINES!":? "CANNOT CREATE FIL 
El " < END 

218 IF CCLN+1 THEN ? :? "ETOO FEW DATA 

LINES!":? "CANNOT CREATE FILE ! " : END 
228 IF FN«="C:" THEN ? :? " Prepare ca 
ssette, press cRETURNi" 
236 OPEN stl,8,8,FN$ 

246 POKE 766,1:? <tl;A$;:POKE 766,6 

256 CLOSE «1 : GRAPHICS 6:? 1 ' W§[Q[Mdffl[§0[a][QH 

1866 DATA 495 

1818 DATA 8516488326688738776328676768 

83836648875849642886656843688856841644 

881683884836846686649854842 

1828 DATA 6888568418448656788838366468 

7565664 368884 9654841844867678884636646 

68885 3842875849843886853841 

1836 DATA 8448818368468888498418448676 

8683684 888 6851641858867876883836 6618 34 
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164169184133212169156133213 

1848 DATA 1686881698881452122382122882 

4823 8213165213261166288248696834155852 UU 

64 88 32867 87 8884 836861834184 

1856 DATA 1841332151841332141841332171 

84133216169861133212169886133213168177 AC 

2142 68866236212288862238213 

1868 DATA 2382142886622382151982161652 

16281255288232198217165217281255268224 CT 

8966 34858881636661667672882 

1876 DATA 8366488888496548438888498548 

4 38 8 6658841155652 853832868673877632869 10 

8828 83636846888652842875649 

1686 DATA 8416446838828678726368468756 

49 84288665584 38 88853841844871665878883 GJ 

83664 8675658643888849854641 

1898 DATA 8448786738786688368486886566 

4287 584984 3886851641858669682883836661 D5 

834184162626169147133212169 

1168 DATA 1561332131841841681652128241 



85846133212165213185686133213136288248 

166676169666145212136288249 

1116 DATA 8966341556536488326788736788 

68836861834164184133215164133214184133 

217184133216164133219184133 

1126 DATA 2181841641332281668881772148 

41127281697144687281123176883656233832 

26921824 6625236214288682236 

1136 DATA 2151652151972172882231652141 

9721628821716968813321213321369628819 6 

226268287165214133212165215 

1148 DATA 1332136968341558566488328836 

82867672636661834184184133213133217184 

133212133216184133215184133 

1156 DATA 2141841841332181686861772121 

9721824 886823621226824623821328824219 8 

21426125528 8862198215165214 

1168 DATA 2688181652152688141652128562 

29216133212165213229217133213896238212 

268268238213268264 634155 



STARFIELD INVASION 

FAST-ACTION GAME FEATURING A SPECTACULAR GRAPHICS TECHNIQUE Article on page 9 



LISTING 1 



Don't type the, 
TYPO II Codes! 



2 REM INUASION LOADER 

4 REM cc>1998, ANTIC PUBLISHING , INC 
18 DIM AS CD : GRAPHICS 8:CL0SE ttl:RE5T0 
RE :? "INUASION ProsraM Saver":? :? "fg 
iSK or Cassette"; : INPUT AS 
28 IF A$="D" THEN 58 
38 IF A$="C" THEN 148 
48 GOTO 18 

58 GRAPHICS 6:? "Insert a fornatted di 
SK with DOS*':? "on which to create the 

INUASION gane" 
68 ? "as an AUTORUN.SYS file. Press ffl 
maoimm":? "when ready"; : INPUT A* 
78 TRAP 98:0PEN ttl , 4 , 8 , "Dl : AUTORUN.SYS 
"x? "Dl:AUTORUN.SYS already exists!":? 

:? "Type H to overwrite"; : INPUT AS 
88 IF ASO"Y" THEN 58 

98 CLOSE »l:TRAP 116:0PEN ttl , 8 , 8 , "D : AU 

TORUN.SYS":? "Saving..." 

188 READ A:PUT «i , A : GOTO 188 

118 CLOSE «tl:IF PEEKci95>=6 THEN ? "IN 

UASION now saved as Dl ■ AUTORUN . SYS . " : ? 

"Boot With this disk to Play.":END 
128 IF PEEKC195>=8 THEN ? "A non-nuner 
ic character is in the":? "DATA staten 
ents. Rectify and re-run. " : END 
138 ? "Error nunber " ; PEEK ci95> ; " has 
occurred.":? "Rectify and re-run. " : END 

148 GRAPHICS 8 

158 ? "Position cassette A depress PLA 
Y and":? "RECORD • Then hit (BSDODEQB] . " : 0 
PEN ttl, 8, 8, "C:":? "Savins..." 
168 TRAP 178:READ A-PUT «1,A:G0T0 166 
178 CLOSE ttl 
188 IF PEEKC195>=6 THEN 
ay, run the INUASION":? 
r • " : END 

198 IF PEEKC195>=8 THEN ? "A non-nuner 

ic character is in the":? "DATA staten 

ents. Fix and re -run . " : END 

286 ? "Error nunber " ; PEEK ci95> ; " occu 

rred."*? "Rectify and re-run. ":END 

1888 DATA 255,255,8,31,126,37,169,2,13 

3,9,169,6,133,2,169,31,133,3,169,8,141 

, 68,2, 141, 12, 52, 141, 13, 52 

1818 DATA 133,82,141,239,51,169,39,133 

,83,169,7,32,283,53,169,64,133,16,141, 

14,218, 169,66, 133, 192, 141 

1626 DATA 131,51,169,54,133,193,141,13 

2,51, 166,6,169,222,153,121,37,165,192, 

2 6 8, 153, 121, 37, 165, 193, 288 

1836 DATA 153,121,37,165,192,24,185,8, 

133,192,165,193,185,8,133,193,288,192, 

72, 144,221, 169,199, 133, 192 

1848 DATA 169,37,133,193,169,2,141,134 

,51,169,55,141,135,51,162,8,166,8,185, 

138,51,145,192,268,192,15 

1858 DATA 144,246,165,192,24,185,15,13 

3,192,165,193,185,6,133,193,173,131,51 

, 24, 185, 1, 141, 131, 51, 173, 132 

1868 DATA 51,185,8,141,132,51,173,134, 

51,24,185,1,141,134,51,173,135,51,165, 

8,141,135,51,232,224,192,144 

1876 DATA 192,169,3,141,29,288,141,186 



? "Done. To pi 
'Prosran Loade 



XA 
LU 
CB 
FP 
UR 
BC 
UU 
IQ 
TJ 
NU 
IZ 
BX 
XG 
UN 
EF 
ZS 
CK 
ZI 
PT 
LX 
XZ 



,58,169,64,141,7,212,169,62,141,47,2,1 

69, 1, 141, 111,2, 141,248,2, 173 

1688 DATA 6,52,141,12,34,169,49,141,35 

, 53, 141, 75, 53, 169, 14, 141, 192,2, 141, 19 3 

,2, 141, 194,2, 168, 8, 152, 153 

1696 DATA 6,67,153,8,68,153,8,69,153,6 

,78,288,268,241,162,32,169,128,141,91, 

51,141,98,51,157,8,67,232 

1188 DATA 224,224,144,248,162,8,142,12 

9, 51, 168, 6, 165, 185, 51, 157, 2, 55,232,268 

,192,8,144,244,238,129,51 

1118 DATA 173,129,51,281,24,144,232,16 

9,8, 141, 198, 2, 178, 173, 18, 218, 157, 66, 54 

,232,224,192,144,245,173,4 8 

1126 DATA 2,133,192,173,49,2,133,193,1 

66, 2, 177, 192, 9, 128 , 145 , 192 , 169 , 147 , 141 

,48, 2, 169, 36, 141,41, 2, 169 

1136 DATA 194,141,8,2,169,37,141,1,2,1 

62, 8, 173, 16, 218,41, 127, 24, 185, 68, 157, 1 

45, 51,41, 63, 157,226, 51,41 

1146 DATA 3,56,233,1,157,211,51,173,16 

,218,41, 127,24, 185,46, 157, 148, 51,41,3, 

56, 233, 1, 24 8, 238, 157,214, 51 

1156 DATA 169,8,157,217,51,157,248,51, 

169,255,157,223,51,169,5,157,229,51,16 

9, 7, 157, 232, 51, 157,235, 51 

1168 DATA 232,224,3,144,186,173,188,58 

,18, 18, 16, 141, 5, 52, 169, 112, 141, 198, 53, 

169, 153, 141, 199, 53, 169, 8, 141 

1178 DATA 144,2,141,145,2,141,146,2,17 

8, 169, 11, 141, 66, 3, 169, 14, 141, 68, 3, 169 , 

52, 141, 69, 3, 169, 158, 141 , 72 

1188 DATA 3,142,73,3,142,255,2,32,86,2 

28, 162, 8, 166, 8, 136, 268, 253, 282, 268, 24 8 

, 142,255,2, 173, 31, 288,281 

1196 DATA 7,246,236,261,5,288,3,76,75, 

33,281,3,268,3, 76,17,33,281,6,288,218, 

76, 135,33, 174, 12, 52,232,224 

1288 DATA 3,144,2,162,8,142,12,52,189, 

6,52,141,12,34,169,35,141,145,2,169,8, 

141, 146,2, 141, 144,2,141, 72 

1218 DATA 3,141,73,3,169,11,141,66,3,2 

32,138,9,48,141,35,53,162, 8,32,86,228, 

76,232, 32,174,13,52,232,224 

1228 DATA 3,144,2,162,8,142,13,52,189, 

9,52,141,186,58,169,35,141,145,2,169,6 

,141,146,2,141, 72,3,141,73 

1238 DATA 3,169,1,141,144,2,169,11,141 

,66, 3, 232, 138, 9, 48, 141, 75, 53, 162, 8, 32, 

86,228, 76,232, 32,162,8,142 

1248 DATA 144,2,142,145,2,142,146,2,16 

9,11,141,66,3,169,174,141,68,3,169,52, 

141, 69, 3, 169, 158, 141, 72, 3 

1258 DATA 169,8,141,73,3,32,86,228,169 

,1,141,92,51,141,26,2,169, 192,141,14,2 

12, 173, 15,218,41,4,288,41 

1268 DATA 173,9,218,281,33,288,34,32,1 

33, 36, 173, 15,218,41,4,248, 249, 173, 15,2 

18,41,4,288,249, 173, 9,218 

1278 DATA 281,33,268,242,173,15,218,41 

,4,248,249, 32,146,36,169,8,133,77,173, 

16,288,268,3,76,32,35,173 

1288 DATA 5,52,248,3,76,187,33,173,168 

,58, 18,16,18,141,5,52,173,16,218,261,6 

4, 176, 172,41, 3, 281, 3,248, 166 
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BX 



YU 



MM 



QQ 



LU 



EO 



YU 



UK 



ZL 



BG 



GX 



BN 



EM 



ML 



QB 



DX 



DU 



DT 



NG 



YG 



SP 



PE 



ZP 



LU 



QG 



BR 



FP 



XK 



UO 



KE 



HQ 



PN 



XF 



LS 



1298 DATA 178,189,223,51,248,168,48,15 

8,189,248,51,288,153,142,243, 51,169,32 GL 

,141,8,218,169,79,141,1,218 

1388 DATA 169,1,157,248,51,169,2,32,2, 

54,174,243,51,189,148,51,56,233,26,74, DZ 

72,168,189,145,51,56,233,45 

1318 DATA 72,178,169,8,32,13,54,173,18 

,218,41,63,24,185,8,168,141,245,51,173 FC 

, 18,218,41, 127,24, 185, 16, 178 

1328 DATA 141,244,51,169,8,32,37,54,16 

9,64,141,288,2,141,198,2,169,8,32,2,54 PN 

, 184, 178,184, 168, 169, 8, 32 

1338 DATA 13,54,169,8,174,244,51,172,2 

45,51,32,37,54,174,243,51,169,8,157,24 FU 

8, 51, 141, 8,218, 141, 1,218, 141 

1348 DATA 288,2,141,198,2,173,198,53,7 

2,281,2,144,36,32,133,36,248,184,56,23 UJ 

3,2,141, 198,53,72,216,32,148 

1358 DATA 36,169,36,141,145,2,169,8,14 

1,146,2,141,144,2,184,32,184,36,76,187 AG 

, 33, 169, 143, 141, 1,218, 141 

1368 DATA 239,51,162,128,168,8,173,18, 

218,141,8,218,141,288,2,141,198,2,136, NG 

288,241,282,288,236, 142, 8 

1378 DATA 218,142,1,218,142,288,2,142, 

198.2.142.144.2.142.145.2.142.146.2.16 YU 
9, 11, 141, 66, 3, 169, 158, 141 

1388 DATA 68,3,169,53,141,69,3,169,39, 

141,72,3,142,73,3,32,86,228,76,94,36,1 QH 

69,79,141,1,218,169,1,141 

1398 DATA 8,218,141,239,51,32,2,54,169 

,8,141,38,288,162,88,168,79,32,13,54,1 JF 

73,91,51,56,233,45,72,178 

1488 DATA 173,98,51,56,233,26,74,72,16 

8, 169,8,32, 37 > 54, 169, 8, 32,2, 54, 169, 8, 1 OP 

62,88,168,79,32,13,54,184 

1418 DATA 168,184,178,169,8,141,8,218, 

141.1.218.32.37.54.169.8.141.239.51.17 MS 
3, 8,288,248, 3, 32, 143, 35, 173 

1428 DATA 9,288,248,3,32,143,35,173,18 
,288,248,3,32,143,35,76,247,33,44,86,5 TH 
1,248,5,162,8,32,174,35,44 
1438 DATA 87,51,248,5,162,1,32,174,35, 
44,88,51,248,5,162,2,32,174,35,96,72,1 UK 
38, 72, 189,248, 51, 248, 3, 184 
1448 DATA 184,96,184,72,24,185,68,141, 
289,35,169,1,157,248,51,189,148,51,168 FA 
,162,8,189,246,51,153,8,255 
1458 DATA 232,288,224,12,144,244,184,1 
78,169,68,157,2,52,32,133,36,248,173,1 00 
99,53,56,233,1,141,199,53 
1468 DATA 173,198,53,281,153,248,6,24, 
185,1,141,198,53,216,32,148,36,173,199 YF 
,53,72,281,3,176,5,169,8,76 
1478 DATA 12,36,169,1,157,288,53,184,2 
4 8, 39, 168, 36, 148, 145, 2, 168,8, 148, 146,2 BX 

168, 1, 148, 144,2, 32, 184, 36 
1488 DATA 169,36,141,145,2,169,8,141,1 

46. 2. 141. 144. 2. 173. 198. 53. 32. 184. 36. 18 OZ 
4, 96,162,8,142,144,2,142,145 

1498 DATA 2,142,146,2,169,11,141,66,3, 

169, 78, 141, 68, 3, 169, 53, 141, 69, 3, 169, 79 01 

141, 72, 3, 142, 73, 3, 32, 86,228 
1588 DATA 173,31,288,281,6,288,249,76, 
116, 228, 72, 74, 74, 74, 74, 32, 115, 36, 184,4 UT 
1, 15, 9,48, 162, 11, 142, 66, 3 

1518 DATA 162,8,142,72,3,142,73,3,76,8 
6,228, 169, 128, 141, 14, 212, 128, 96, 16 9,19 GF 
2, 141, 14, 212, 88, 96, 169, 64 

1528 DATA 141,36,2,169,37,141,37,2,169 

, 13, 141, 34, 2, 169, 49, 141, 35, 2, 169, 183, 1 HO 

41,48, 2, 169, 36, 141,41, 2, 169 

1538 DATA 1,141,26,2,96,169,8,141,255, 

2,238,196,2,173,5,52,248,3,286,5,52,16 rf 

2,2,189,2,52,248,15,222,2 

1548 DATA 52,248,19,169,32,141,2,218,1 

6 9, 15, 141, 3,218, 282, 16,233,169, 1, 141,2 TC 

6,2, 96, 138, 72,24, 185, 68, 141 

1558 DATA 253,36,189,148,51,168,169,8, 

141,2,218,141,3,218,178,153,8,255,232, CP 

288, 224, 12, 144, 24 7, 184, 178 

1568 DATA 173,18,218,41,127,24,185,68, 

157, 145,51, 173, 18,218,41, 127,24,185,46 FN 

, 157, 148, 51, 169,255, 157,223 

1578 DATA 51,169,8,141,38,288,169,5,15 

7,229,51,169,7,157,235,51,157,232,51,1 OR 

89, 288, 53,24 8, 5, 169, 8, 157 

1588 DATA 248,51,76,221,36,238,113,51, 

238,114,51,238,115,51,238,116,51,238,1 MY 

17, 51, 238, 118, 51, 238, 119, 51 

1598 DATA 238,128,51,162,8,189,113,51, 

221,121,51,144,15,169,8,157,113,51,32, PI 

121, 37,224, 1, 176, 3, 32, 121 

1688 DATA 37,232,224,8,144,228,76,98,2 

28,193,37,198,37,96,72,138,72,152,72,7 DO 

,49, 65, 54, 184, 168, 184, 178 

1618 DATA 184,64,173,239,51,248,3,76,1 

54,49,162,1,169,15,56,237,128,2,44,86, JD 

51,248, 16, 172, 98, 51, 192, 32 

1628 DATA 144,9,286,98,51,286,98,51,14 

2, 92, 51,44, 87, 51,248, 16, 172, 98, 51, 192, ID 



182,176,9,238,98,51,238,98 

1638 DATA 51,142,92,51,44,88,51,248,13 

,172,91,51,192,58,144,6,286,91,51,286, 

91,51,44,89,51,248,13,172 

1648 DATA 91,51,192,281,176,6,238,91,5 

1,238, 91,51,174, 91,51,142,4,288,232,23 

2,142,5,288,232,232,142,6 

1658 DATA 288,173,92,51,248,26,169,8,1 

41, 92, 51, 178, 172, 98, 51, 185, 8, 67,41, 192 

, 29, 93, 51, 153, 8, 67,232,288 

1668 DATA 224,12,144,239,169,8,141,238 

,51,133,192,169,68,133,193,174,238,51, 

189,248,51,248,3,76,187,58 

1678 DATA 222,235,51,248,3,76,187,58,1 

89,232,51,157,235,51,189,223,51,248,5, 

48, 94, 76, 115, 58, 141, 129, 51 

1688 DATA 189,229,51,281,5,176,37,18,2 

4,125,229,51,18,18,188,148,51,178,189, 

151,51,145,192,232,288,238 

1698 DATA 129,51,173,129,51,281,12,144 

,239,174,238,51,254,229,51,76,187,58,1 

69,255, 157,223,51,189, 148 

1788 DATA 51,24,185,5,157,148,51,168,1 

69,8,145,192,173,18,218,41,127,24,185, 

68,157,145,51,173,18,218,41 

1718 DATA 127,24,185,46,157,148,51,76, 

187,58,222,229,51,48,48,189,229,51,18, 

24, 125, 229,51, 18, 18, 188, 148 

1728 DATA 51,178,169,8,141,129,51,189, 

151,51,145,192,232,288,238,129,51,173, 

129,51,281,12,144,239,174 

1738 DATA 238,51,189,145,51,157,8,288, 

76,187,58,173,18,218,41,7,24,185,4,157 

,226,51,169,1,157,235,51,157 

1748 DATA 232,51,169,1,157,223,51,76,1 

87,58,189,145,51,24,125,211,51,157,145 

, 51,281,48,144, 76,281,281 

1758 DATA 176,72,189,148,51,24,125,214 

,51,157,148,51,281,186,176,58,281,33,1 

44,54,254,217,51,189,217,51 

1768 DATA 221,228,51,176,43,188,148,51 

,162,8,189,151,51,145,192,288,232,224, 

12, 144,245,174,238, 51, 189 

1778 DATA 145,51,157,8,288,238,193,238 

,238,51,174,238,51,224,3,176,3,76,168, 

49,76,95,228,189,148,51,56 

1788 DATA 253,214,51,157,148,51,189,14 

5,51,56,253,211,51,157,145,51,254,223, 

51,189,223,51,221,226,51,144 

1798 DATA 19,169,8,157,223,51,157,229, 

51,169,7,157,235,51,157,232,51,76,187, 

58,169,8,157,217,51,173,18 

1888 DATA 218,41,63,157,228,51,189,145 

, 51, 16, 12,4 8, 19, 189, 148, 51, 16,23,48, 38 

, 76, 162, 58, 32, 65, 51, 157, 211 

1818 DATA 51,76,19,51,32,73,51,157,211 

, 51, 76, 19, 51, 32, 65, 51, 157,214, 51, 76, 16 

2, 58, 32, 73,51, 157,214, 51, 76 

1828 DATA 162,58,173,18,218,41,3,248,2 

4 9,96,173,18,218,41,3,248,249,73,255,2 

4, 185, 1, 96, 1,2, 4, 8, 8, 8, 8, 8 

1838 DATA 8,12,12,12,63,63,12,12,12,8, 

8, 14, 12, 18, 8, 8, 6,4, 2, 8, 8, 8, 8, 8, 8, 8, 8,1 

, 1, 2, 3,4, 6, 9, 14, 8, 173, 66, 54 

1848 DATA 172,2,55,141,18,212,141,7,28 

8, 148, 21, 288, 8, 8, 8, 8, 8, 8, 8, 8, 8, 8, 14 6, 1 

86,254,198,8,8,8,8,8,8,8,8 

1858 DATA 146,254,198,8,8,8,8,8,8,8,8, 

8, 84, 124, 68, 8, 8, 8, 8, 8, 8, 8, 8, 8, 8, 56, 8, 8 

,8,8,8,8,8,8,8,8,8,16,8,8 

1868 DATA 8,8,8,8,8,8,8,8,8,8,8,8,8,8, 

8,8,8,8,8,8,8,8,8,8,8,8,8,8,8,8,8,8,8, 

8, 8, 8, 8, 8, 8, 28, 64, 18, 168,4 

1878 DATA 17,132,33,4,88,2,48,8,8,8,8, 

64, 128, 192, 3, 2, 1, 8, 8, 32, 32, 32, 32, 168, 1 

68, 168, 168,281,286, 214, 193 

1888 DATA 211,281,287,286,168,168,168, 

168, 32, 32, 79, 88, 84, 73, 79, 78,45, 76, 181, 

118, 181, 188, 58,4 9, 32, 32, 32 

1898 DATA 32,32,32,32,32,168,168,168,1 

68, 141, 141, 141, 141, 141, 141, 141, 141, 168 

, 160, 168, 168, 32, 32, 83, 69, 76 

1988 DATA 69,67,84,45,83,112,181,181,1 

88,58,49, 32,32,32,32,32,32,32,32,168,2 

26,249, 186, 168,286,239,242 

1918 DATA 237,225,238,168,284,233,238, 

168, 32, 32, 83, 84, 65, 82, 84, 32,45, 88, 188, 

97, 121, 32, 71, 97, 189, 181, 32 

1928 DATA 32,32,32,32,32,168,168,168,1 

68, 168, 227, 169, 168, 177, 185, 184, 184, 168 

, 168, 168, 168, 32, 32, 83, 88, 65 

1938 DATA 67,69,32,45,88,97,117,115,18 

1,32,32,32,32,32,32,32,32,32,32,168,16 

8, 168, 168,281, 286, 214, 193 

1948 DATA 211,281,287,286,168,168,168, 

168, 32, 32, 83, 184, 185, 181, 188, 188, 32, 69 

, 118, 181, 114, 183, 121, 58, 55 

1958 DATA 48,32,32,32,32,32,32,168,168 

, 168, 168, 141, 141, 141, 141, 141, 141, 141, 1 

41,168,168,168,168,32,32,69 

1968 DATA 118,181,189,185,181,115,32,7 
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6,101,182,116.32,58,57,57,32,32,32,32, 

32,32, 168,226,249. 186, 168 

1978 DATA 286,239,242,237,225,238,168, 

284,233,238,168,32,32,76,181,118,181,1 

88, 32, 78, 117, 189, 98, 181, 114 

1988 DATA 32,58,32,49,32,32.32,32,32,3 

2. 168. 168. 168. 168, 168.227, 169. 168, 177. 

185. 184. 184. 168, 168. 168. 168 

1998 DATA 32,32,69.118.181,189.121.32. 

83,112.181,181.188,32,32.58.32,49,32.3 

2.32,32.32.32,168,168.168 

2808 DATA 168,201,286,214,193,211,281, 

287, 286, 168, 168, 168, 168, 32, 32, 199,287, 

287,196,168,282,287,194,161 

2818 DATA 217,207,213,168,215,281.286. 

161.32.32.32.32,32.168.168,168,168,141 

,141.141,141,141,141,141,141 

2828 DATA 168,168,168,168,32,32,173,17 

3, 190,288,218, 197,211,211,168,211,212, 

193,218,212,188,173, 173, 32 

2838 DATA 32,32,32,32,168,168,168,168, 

281.286.214. 193.211.281.287.286. 168. 16 

8.160.168.89.79.85,32,76,79 

2848 DATA 83,69,45,88,85,83,72,32,83,8 

4,65,82,84,32,8,8,8,8,8,72,162,96,169, 

12, 157, 66, 3, 32, 86, 228, 169 

2858 DATA 3,157,66,3,169,64,157,68,3,1 

69,54,157,69,3,169,1,157,72,3,169,8,15 

7, 73. 3. 184, 72. 73. 16,41. 16 

2068 DATA 24,185,12.157.74,3.184.157.7 



MN 

FX 



5.3.76.86.228.141.65.54.96.132.84.134. 

85.133.86,96,32,6,54,162,96 

2878 DATA 169,11,157,66,3,169,8,157,72 

,3,157.73,3.173.65.54.76.86.228.32.6.5 

4.162.96.169.17.157.66.3.169 

2888 DATA 8,157,72,3,157,73,3,173,65,5 

4,141,251,2,76,86,228,83,8,224,2,225,2 

, 8, 31 



LISTING 2 



OR 
YQ 
WF 



MZ 



UQ 

ZQ 
IN 
AY 

SP 
IM 

NZ 



2 REM INUASION CASSETTE LOADER 
4 REM cc>1998, ANTIC PUBLISHING, INC 
18 GRAPHICS 8:CL05E »1 : ? "INUASION Pro 
aran Loader"!? : ? "Insert the cassette 

which contains" 
28 ? "the data fron the INUASION Prosr 
an":? "Saver. Position the cassette a 
nd":? "press PLAY. Then hit S@DfflSIIl." 
38 TRAP 88:0PEN »1 , 4 , 8 , "C : " : ? "Loading 
. . . " : GET «l,AsGET **1 « A 
48 GET »1,L:GET ttl , H * 5T=L+256*H 
58 GET «1,L:GET «1 , H : EN=L+256*H 
68 FOR I=ST TO EN : GET »1,A:P0KE I,A:NE 
XT I 

78 GOTO 48 

88 CLOSE ttl: IF PEEK cl95> =136 THEN A = U5 
RC7936J 

98 ? "Error nuwber " ; PEEK C195» ; " occur 
red"!? "durins load. Try asain.":END 



NUCLEAR REACTOR 



CLEANING UP AFTER A MELTDOWN CAN GET TRICKY 



Article on page 16 



LISTING 1 



LF 
RE 
LA 

BF 
KU 



OU 
PG 



PK 
SM 



SB 
AR 



UE 
UQ 

US 



EE 
FY 



OF 

AC 
YI 

PI 
ZQ 

AE 

QP 

AK 

KL 
UH 



18 REM NUCLEAR REACTOR 
28 REM BY Dennis Debro 
38 REM cc>1998, ANTIC PUBLISHING, 



Don't type the, 
TYPO II Codes! 



INC . 



88 REM 

98 GRAPHICS 17:P0KE 559 , 8 : CH5ET= cPEEK c 

186> -8**256 : Z = USR C ADR ( " h hOIShffllShCIli IhffllilBII .1 

■WHian[iiBiamn(lDHliJiaH9!"> , 57344. chsetj 

188 READ A:IF A<8 THEN 128 

118 FOR J=8 TO 7 : RE AD B ' POKE CH5ET+A*8 

+ J.B:NEXT J : GOTO 188 

128 DIM X$c32J.Xc5>.Yc5i.SC$c6».LUL$c2 
I 

138 X=18: Y=12: SC=8 : T=25 : LUL=1 : L=3 : SL=1 

8tQu=i:x$="hhhHU9H b raewiiriraHkiriRrsjniPJis»ah8 

HEBES" : M = l : NS = 18 » NS2 = NS • GOTO 688 
135 GOSUB 1288 

148 GRAPHICS 17:P0KE 756 . CHSET'256 : POK 

E 19.8:SCR=PEEKC88>+256»PEEKC89> * POKE 

788,12:P0KE 789,38*P0KE 718,196 

158 POKE 711,52:F0R I=5CR+48 TO 5CR+59 

:POKE I,193:P0KE 1+428 , 194 : NEXT I 

168 FOR I=SCR+68 TO SCR+448 STEP 28:P0 

KE I,195:P0KE 1+19 , 196 i NEXT I:FOR 1=1 

TO C18+M>*2 : X1=INT cRND c8)*18* +1 

178 Yl = INTcRNDc8J*«2e3+3:P0SITI0N XI, Yl 

:? »6;"B";:F0R U=l TO 255 STEP 28«S0UN 

D 8,U,8,18:NEXT U : SOUND 8,8,8,8 

175 NEXT I:IF M>5 THEN M=5 

188 FOR 1=1 TO M: X CI>=INT CRND C8J*183+1 

: YCIJ=INTCRNDC8J*28J+3:NEXT I'-FOR 1 = 1 

TO M:P=SCR+XCI>+28*YCI) : POKE P,134 

185 NEXT I:FOR 1 = 1 TO C18+M* *2 : X1=INT c 
RND C8J*18)+1 : Y1 = INT cRND c8**28:> +3 i POSIT 
ION XI, Yl:? »6;"U"; 

186 FOR M=14 TO 8 STEP -2:S0UND 8,18,1 
8,M'.NEXT M ' NEXT I 

198 POSITION 8,8:? «6 ; "HHraHB 888888 flH 
CDSH 8": POSITION 8.1:? «6 ; " OHmED 88 H 
HEE 25" 

288 5C«=STR$ CSCJ : POSITION 12-LENCSCSJ, 
8:? »6; 5C* : POSITION 19,8:? »6;L:LUL$=5 
TRSCLULJ POSITION 9 - LEN cLULS) , 1 
218 ? «6;LUL$:FOR 1=1 TO N5 : X1=INT cRND 
C8»*18) +1 : Y1 = INT cRND c8**28> +3 : IF cXIO 
X> OR (YlOY) THEN 221 

228 X1 = INT CRND c8>*18)+l: Y1 = INT cRND C8>* 
28>+3:G0T0 238 

221 FOR T = l TO M:IF (XlOXcT)J OR cYK 
>Y(TJ> THEN 223 

222 X1 = INT CRND C8J«18* +1 : Y1 = INT cRND c8j w 
28>+3:G0T0 238 

223 NEXT T 

238 P05ITI0N XI, Yl:? «6 ;">:"; * FOR M=14 
TO 8 STEP -2:S0UND 8 , M*5 , 18 , U : NEXT U:N 
EXT I 



J5 



OK 
FY 



JX 
PZ 



LA 

UN 
YM 
YD 

IU 

UX 

zs 



SR 



SK 
PN 
NU 
KJ 



FA 

PF 

FP 

FQ 

EM 

CH 
PR 



248 SOUND 8, 254. 18, 18 : SOUND 1.255.18.1 

8:FOR 1=18 TO 8 STEP -l:50UND 8.254.18 

.I:SOUND 1.255.18.1 

245 A=USRCADRCX$> .1* :NEXT I 

258 FOR 1 = 1 TO M : P = SCR + X (D + 28*Y cl J : PO 

KE P.134:NEXT I : TP=SCR+X+28*Y : ST=PEEK c 

632>:P0KE TP.ST:IF N52<=8 THEN 498 

255 POKE 77.8 

268 X=X+C5T=7)-CST=11>:Y=Y+C5T=13>-C5T 
=14»:IF CST=181 OR CST=6> OR cST=5> OR 

cST=9J THEN 298 
278 IF ST015 THEN POKE TP.8:S0UND 1.1 
28. 8. 14 : SOUND 1.8.8.8:G0T0 388 
288 SOUND 1.8.8.8 

298 ST=15:P0KE TP.ST:SOUND 1,8.8,8 

388 LOCATE X,Y,Z>IF cZ<>32> AND cZ<>47 

J AND CZ<>37» AND cZ<>9> THEN 418 

318 IF INTC5C'28888>=QU AND BONUS=l TH 

EN GOSUB 578:B0NUS=8:QU=QU+1 

315 IF Z=9 THEN 5C=5C+258 ■ GOSUB 652:SC 

$=5TR$ C5C1 : POSITION 12 - LEN c5C$J , 8 : ? »6 

; 5C$ : B0NUS = 1 

328 IF Z=37 THEN SC=5C+188 : NS2=NS2 - 1 : G 
05UB 548 : SCS=5TR$ C5C1 : POSITION 12-LENc 
SC$>. 8:? »6; SC$ : BONUS=l 
338 IF T<=8 THEN T=8:G0T0 418 
348 T=25-PEEKC19> :P05ITI0N 16.1:? «6 ; T 



YC 
QH 

BJ 358 R^INT cRND clJ«5L>+l :IF R > M THEN 258 

368 P = SCR + XcR> + 28*Y cR J : X cR> =X cRj + cX > X c 
Rj J - tX< X CRJ J : Y CRJ =Y CRJ + CY> Y CR1 J - CY< Y CR 
>>:SOUND 2, 258, 18, 18 : SOUND 2,8,8,8 
378 LOCATE X cR> , Y cR> , U : IF M=37 THEN PO 
KE P,5:G0T0 398 
388 POKE P,8 

398 IF (X(R>=X) AND CYCR>=Y> THEN 418 
488 GOTO 258 

418 FOR 1=1 TO 255 STEP 5 : SOUND 1.1.8. 
18:P0KE 788,I:P0KE 789.I:P0KE 718.I:NE 
XT I:SOUND 1,8,8,8: L=L - 1 _ 
428 POKE 788,12:P0KE 789 , 3 8 « POKE 718 , 1 
96:P0SITI0N 19,8:? **6;L*IF L<>8 THEN X 
=18: Y=12:T=25:N52=N5:G0T0 135 
438 POSITION 5,12:? »6 ; "ESEHBmfflHH" • RES 
TORE 1888:F0R 1=1 TO 11 : READ DA,H:SOUN 
D 8 8 8 8 

448'SOUND 1,8,8,8:S0UND 8 . D A , 18 . 18 : SOU 
ND 1,DA-1.18.18:F0R S=l TO H*2:A=U5RcA 
DRCXSJ . 1> :NEXT 5:NEXT I 
458 SOUND 8, 8, 8, 8 : SOUND 
=H5 THEN H5=5C 
468 A = U5RCADRCX$) . D IF 
J OR CSTRIGC8>=8> THEN 138 
478 C=C+i:IF C=188 THEN C=8:G0T0 688 
488 GOTO 468 



1,8,8,8:IF SO 
CPEEKC53279>=6 



40 



APRIL/MAY 1990 



FOR 1=15 
FOR D=l 



498 SC = 5C+CINTCT + LUL»*18> :IF 50999999 
THEN 5C=0 : POSITION 6,9:? «6;"000000" 

495 POSITION 3,11:? »6;"LEUEL COMPLETE 
" : POSITION 2,12:? »6 ; "nSfflHIiHOmDHDHmiilSB 

496 5C$ = 5TRS cSO : POSITION 12-LENCSCS), 
8:? »6;SCS 

588 RESTORE 1878:F0R 1 = 1 TO 12 : RE AD DR 
,BS,H:SOUND 8, OR, 18, 18 

518 SOUND 1, BS,18, 8 : FOR 5=1 TO H«2:NEX 
T S:SOUND 8 , 8 , 8 , 8 : SOUND 1,8,8,8:NEXT I 
: X=18 : Y=12 I T=25 ■ LUL=LUL+1 
515 IF LUL>99 THEN LUL=1 
528 NS=NS+l:IF N5>15 THEN NS=15 
525 NS2=NS:IF L>5 THEN 5L=SL-1*IF 5L<5 
THEN SL=5 

538 M=M+l:FOR 1=1 TO 188:NEXT I:GOTO 1 
35 

548 FOR 1=14 TO 8 STEP ~2:S0UND 8,1*5, 
18,I:NEXT I 

558 IF 50=999999 THEN 5C = 8 : POSITION 8 
.15? »6;"000088" 
568 RETURN 

578 IF L<5 THEN FOR FD=1 TO 3 
TO 8 STEP ~l:SOUND 8,28, 18, Ii 

TO 2:NEXT D : NEXT I:NEXT FD 

588 IF L<5 THEN L=L+1 : B0NUS=8 : POSITION 
19,8:? »6; L 

598 SOUND 8, 8, 8, 8 : RETURN 

688 GRAPHICS 1?:P0KE 756 , CHSET'256 : DL= 
PEEKC568S +256*PEEK C561> +4 : POKE DL-1, 71 
:FOR 1=2 TO 5:P0KE DL+I,7:NEXT I 
610 POKE 788,12:P0KE 789 , 38 : POSITION 2 

,4:? »6; ••mmranBHMHEBranrara" : position 2,5 
: ? »6 ; "raHBrnHmranHBrnsraHB" 

615 FOR 1=1 TO 25:S0UND 8 , 254 , 18 , 18 : 50 
UND 1,255,18,18:R=U5RCRDRCX$>,1>:NEXT 

I 

616 FOR 1=18 TO 8 STEP -l:50UND 8,254, 
18, I: SOUND 1,255,18, I : R = USR cfiDRcXSi , O 
: NEXT I 

628 POSITION 1,18:? «6;"T0P SCORE 8888 
88": POSITION 8,16:? »6; "Press SDQHD to 
begin" 

625 POSITION 17-LENCSTR$CHS>> ,18:? «6 ; 
HS 

638 A=USRcftDRcX*3 , 1) :IF PEEK c53279>< > 6 

AND STRIGc8K>8 THEN 638 
658 X=18: Y=12 : SC=8 : T=25 : LUL=1 : L=3 : SL=1 
0 : 0U=1 : X$="hhhH«9B S [SeSBUQBBOBQiKlBQCCh 8 
HBJHGlffl" :M = 1 : NS = 10 : NS2 = N5 I GOTO 135 
652 FOR 1=15 TO 8 STEP -1:50UND 8,28,1 
8,I:NEXT I : RETURN 
668 DATA 1,8,8,8,8,8,8,255,255 
678 DATA 2,255,255,8,8,8,8,8,8 
688 DATA 3,128,128,128,128,128,128,128 
,128 

698 DATA 
788 DATA 



4,1,1,1,1,1,1,1,1 
5,68,36,36,66,129,255,255,126 



718 DATA 6,126,189,219,255,36,98,66,16 
5 

728 DATA 7,24,16,68,88,68,24,36,182 

738 DATA 8,255,255,255,255,255,255,255 
,255 

735 DATA 9,68,126,118,98,118,98,118,68 



748 
758 
768 
778 
788 
798 
888 
818 
828 
7 

838 
848 

858 
868 

878 
875 
888 
898 
127 
988 

918 
127 
928 
7 

938 
7 

948 
958 

968 
183 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 

DATA 
DATA 

DATA 
DATA 
DATA 
DATA 

DATA 

DATA 

DATA 

DATA 

DATA 
DATA 



11,24 
13,24 
14,24 
15,24 
16,8, 
17,8, 
18,8, 
19,8, 
28,8, 



,8,68,26,68, 
,24,68,98,68 
,24,68,98,68 
,24,68,98,68 
127, 99, 99, 99 
56,24,24,24, 
127,3,3,127, 
126,6,6,127, 
112,112,112, 



24,36,182 
,24,36,182 
,24,36,182 
,24,36,182 
,99,99,127 
62,62,62 
96,96,127 
7,7,127 
112,119,127, 



21,8,127,96,96,127,3,3,127 
22,8,124,188,96,127,99,99,127 

23,8,127,3,3,31,24,24,24 
24,8,62,54,54,127,119,119,127 

25,8,127,99,99,127,7,7,7 
26,8,56,56,24,24,8,24,24 
33,8,63,51,51,127,115,115,115 
34, 8, 126, 182, 182, 127, 183, 183, 

35,8,127,183,183,96,99,99,127 

36, 8, 126, 182, 182, 119, 119, 119, 

37, 8, 127, 96, 96, 127, 112, 112,12 

39, 8, 127, 99, 96, 111, 183, 183, 12 

41, 8, 127,28,28,28,28,28, 127 
44, 8,48,48,48, 112, 112, 112, 126 



IF 

OC 

LS 

JU 

LU 

TC 
IF 

PB 

nx 

EU 
EY 



II 
BU 
KZ 
UE 
UN 

TR 

LU 



GK 



978 DATA 46,8,183,119,127,111,183,183, 
183 

988 DATA 47,8,127,99,99,183,183,183,12 
7 

998 DATA 48,8,127,99,99,127,112,112,11 
2 

1888 DATA 58,8,126,182,182,127,119,119 
,119 1 

1818 DATA 51,8,127,96,127,3,115,115,12 
7 

1828 DATA 52,8,127,28,28,28,28,28,28 
1838 DATA 53,8,183,183,183,183,183,183 
, 127 

1848 DATA 54,8,183,183,183,183,111,62, 
28 

1858 DATA 57,8,183,183,183,127,28,28,2 
8 

1868 DATA -1 

1878 DATA 64,162,25,64,162,25,64,162,2 

5,64,162,38,72,182,28,72,182,25,72,182 

,38,81,193,28,81,193,28,81,193,28 

1875 DATA 81,193,28,64,217,38 

1888 DATA 188,3,188,2,188,1,188,3 

1898 DATA 91,2,96,1,96,2,188,1 

1188 DATA 188,2,114,1,188,3 

1288 GRAPHICS 18:P0KE 788,78:P0KE 712, 

14 

1218 FOR 1 = 1 TO 5:P0SITI0N 5,5:? s*6;"G 
ET READY!" 

1228 FOR U=15 TO 8 STEP -l'-SOUND 8,28, 
18,U:NEXT ^POSITION 5,5:? «6;" 

":FOR 11 = 8 TO 15:NEXT U 
1238 NEXT I : RETURN 



LISTING 2 



DATA 45,8,183,127,127,119,183,183, 



HI 
RE 
GD 
EU 

IJ 
PR 

UO 

RD 

PY 

TH 
UB 

MY 
KB 
PU 

LU 

BQ 

YC 

DM 
BK 
MM 

CM 

UQ 

AR 
PU 
AL 

IH 
QD 

MM 

ES 
ND 
AF 
UD 
RK 
JD 



AN 



-Plea 



18 REM NUCLEAR REACTOR, LISTING 2 
28 REM BY Dennis Debro 

38 REM cc> 1985,1988 ANTIC PUBLISHING 
48 REM CLINES 18-258 MAY BE USED WITH 
OTHER BASIC LOADERS IN THIS ISSUE. 
58 REM CHANGE LINE 78 AS NECESSARY.) 
68 DIM FNSC283 ,TEMP$c20> , AR$ c93> :DPL=P 
EEKC185921 : POKE 18592,255 

78 FN$="D : LINES . L5T" : REM THIS IS THE N 
AME OF THE DISK FILE TO BE CREATED 
88 ? "HHisk or Cassette?" ;: POKE 764,25 
5 

98 IF NOT CPEEKC764J=18 OR PEEKc764)= 
58> THEN 98 

188 IF PEEKC764>=18 THEN FNS="l 
118 POKE 764,255 : GRAPHICS 8:? 
TIC'S GENERIC BASIC LOADER" 
128 ? ,"BY CHARLES JACKSON" 
138 POKE 18592, DPL : TRAP 288 
148 ? :? :? "Creating ";FNS*? 
se stand by." 
158 RESTORE : READ LN : LM=LN : DIM A* CLN> : 
C = l 

168 AR$ = READ AR$ 

178 FOR X=l TO LENcRR$> STEP 3:P0KE 75 
2,255 

188 LM=LM-l:P0SITI0N 18,18:? "CCountdo 
wn . . . T-"; INT cLM'18> ; "i 

198 A$cC,C>=CHRScUALcAR$cX,X + 2>:>> : C = C + 
l:NEXT X:G0T0 168 

288 IF PEEKC1951=5 THEN ? :? :? "G3T00 
MANY DATA LINES!":? "CANNOT CREATE FIL 
El "i END 

218 IF C<LN+1 THEN ? :? "BTOO FEU DATA 

LINES!":? "CANNOT CREATE FILE ! " : END 
228 IF FN$="C:" THEN ? :? " Prepare ca 
ssette, press cRETURNi " 
230 OPEN ttl,8,8,FN$ 

248 POKE 766,1:? s*l;A$;:POKE 766,8 

258 CLOSE **1 : GRAPHICS 8:? "■HBIBHHrsintalCQB 

1888 DATA 218 

1818 DATA 8578488328718828658888728738 

6 70 8 30 32 04 9 05 505 80 8 0 079 87586 9832 85305 3 

857844848858867872883869884 

1828 DATA 8618488888698698758488498488 

54841845856841842858853854858898861885 

883882848865868882848834184 

1838 DATA 1841332841841332831841332861 

84133285162882168888177283145285136288 

24923 8284238286282288248896 

1848 DATA 8348418448538558518528528448 

6787288 3869 884 84115584985184 8 832888 861 

84 984 885888986184 9858858883 

1858 DATA 8678618488588848618588538588 

7 6886876861849858876861851858883876861 

84 984 8858 8 81887861849858 888 

1868 DATA 8368618341841841848721628571 

6 88 32173832218181828141825288141818212 

136288242282288237184856233 

1878 DATA 8812882288968348588778618498 

5887888386184 984 8858878883858061878883 

858871879884879832854848848 

1868 DATA 155 



ANTIC SOFTWARE LIBRARY 



TECH TIPS 



Which DOS? 

By Donald Seay 

Sometimes it can be helpful to know which DOS you 
booted with. With one or two PEEKs from BASIC you 
can easily find out. Use this table to determine the DOS 
version: 



PEEK( ) 



3889 



1804 



Value 


DOS Version 


Returned 




0 


SpartaDOS 2.3e 


13 


DOS 4.0 


15 


SpartaDOS 1.1 


19 


Atari DOS 2.5 


76 


Atari DOS 3.0 


78 


Atari DOS 3.0 


89 


SpartaDOS 3. 2d 


108 


MYDOS 4.0 


207 * 


OSS OS/A+ 4.00 


221 


MYDOS 4.50 


238 


Atari DOS 2.0S 


238 


OSS DOS XL 2.3 


244 


Atari DOS XE 


0 


OSS DOS XL 2.3 


124 


Atari DOS 2.0S 



grain's purposes. Also DIMension 'C$' to 1. To use 
this subroutine just GOSUB to line 1000. Then use 
TEXTS to define the text that you want to write to 
the screen. (You can also print the special charac- 
ter set to screen.) 

The text can be placed anywhere on the screen 
by putting in values for C and R, respectively the 
Column and Row where the text should start. When 
C = 0 and R = 0 the text would start in the upper left 
corner. C = 20 and R = 100 would start the text in the 
center. Lastly, if C = 39 and R= 150 then the text goes 
in the lower right corner. 



Just type PRINT PEEK (3889) [RETURN] at the READY 
prompt in BASIC, and compare the number printed on 
your screen with this chart. Note that Atari DOS 3-0 
may return either a value of 76 or 78 at location 3889. 
Both Atari DOS 2.0S and OSS DOS XL 2.3 show a value 
of 238 at location 3889. To distinguish between the two, 
check location 1804. 



Text In Graphics 8 Mode 

By Walter Fritz 

Printing text on the screen in Graphics 8 mode 
is sometimes difficult to achieve. While Atari BA- 
SIC does not have an immediate function to put text 
on the graphics screen, BASIC can he coaxed to 
write text to the screen by using POKE commands. 

This subroutine by Walter Fritz of Glendale, Wis- 
consin can be put into your programs that need to 
write text on the Graphics 8 screen. The only thing 
you must keep in mind is to DIMension TEXTS to 
128, or to whatever number you need for your pro- 



L0 
Y5 

nu 

TD 
ZX 
0U 



DR 

DU 
LC 
FT 

QI 
NS 
BJ 
SU 
RG 
PU 
YK 
0U 
EF 
10 
KP 
NX 
DK 
fit 
LH 
UC 
UA 
MI 
AT 



Don't type the 
TYPO II Codes! 

18 REM GR.8 TEXT 

20 REM BY: WALTER FRITZ 

38 REM DIM TEX T $ C128* » CS ell AND 

48 REM MAKE SURE TEXT$=" (sone texti" 

58 REM C=C0L NUMBER AND R = R0W NUMBER 

55 REM LINES 68 TO 118 CAN BE DELETED 

TO MEET YOUR NEEDS. 
68 GRAPHICS 8:SETC0L0R 2 , 8 , 8 : SETC0L0R 
4,8,8 

78 DIM TEXTS c 1 2 8 > » C $ el.* 
88 C=5:R=188 

98 TEXT$="GR.8 TEXT CAN BE PRINTED NOW 
i •• 

188 GOSUB 1888 
118 END 

1880 Z1=PEEKC88>+PEEKC89**256 

1810 Z2=Z1+R*40+C 

1820 FOR ZZ=1 TO LENcTEXT** 

1030 C$=TEXTSCZZ,ZZ> 

1040 GOSUB 1120 

1850 Z3=57344+C*8 

1060 FOR U=0 TO 7 

1070 POKE Z2+U*40, PEEKCZ3+U* 

1080 NEXT U 

1090 Z2=Z2+1 

1100 NEXT ZZ 

1110 RETURN 

1120 C=A5CCC*> 

1130 IF C>127 THEN C=C 128 

1140 IF C>31 THEN C=C ~ 32 : RETURN 

1150 IF C<32 THEN C=C+64 

1160 RETURN 



Installing DOS 

By Eric Anderson 

To put DOS on a non-DOS disk from BASIC, simply 
open a file called DOS. SYS for output, and then close it. 
The DOS you booted with will be written to the disk, 
and you can now boot with that disk. You won't be 
able to get a DOS menu from it — that part of the oper- 
ating system is contained in the file DUP.SYS, which 
must be copied separately. 

The following commands to install DOS on drive 1 
work with Atari DOS 2.0 and 2.5 and MYDOS, and quite 
possibly with other operating systems too: 

100 OPEN #1,8;0, ,, D1:DOS.SYS" 

110 CLOSE #1 A 
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ANTIC. THE ATARI RESOURCE 



ANTIC 
SHOPPER'S 
MART 



ATARI 800/XL/XE 
PUBLIC DOMAIN SOFTWARE 



12 X-Rated Di»k» (FOR ADULTS ONLY) 
Only $15.95 You must sign that you are over 21. 



10 Print Shop Graphics Disks for only $15.95 
Over 1000 graphics for use with Print Shop. Also 
included is a utility for printing the graphics in 
miniature form. A very good set of gr aphics! 

9 Disks Full Of Sparta DOS Utilities for onto 
$14.95 Lots of useful utilities for use with 
Sparta Dos. A very good collection of disks to have. 



10 Disks Full Of Games for only $14.95 These 
disks are full of some of the best public domain 
games available for the 8-Bit Atari. Lota of fun! 



10 Disks Full Of Educational Programs for 

i only $14.95. Lots of great learning programs. 



jlO Disks full of Utilities for only $K9S| 

jl3 New Testament Disks for only $15.95 Thel 
complete New Testament. (Kings James version) 

| *" LARGE FREE CATALOG j 

We ship most orders within 48 hours. Add $2.50 For 
shipping & handling. Send a check or money order to: 
ComputerActive, PO Box 893- K, Clinton, OK 73601 



WHY PAY MORE? 

ATAfll 800/XL/KE P.D. SOFTWARE 



Sefort; you buy elsewhere, ask yourself : 

- Are all disk3 only $1.75 each, everyday? 
- Are they all double-sided "flippys", giving 
you twice as much software per disk? 



— SPJECIAiLS — 
8 Print Shop Graphics Disks - only $12.95! If 
aidaa with over 1700 graphics for use w/Print 
Shop. Also Includes useful P.S. utilities. 

4 SpartaDOS Utility Disks - only $6.50! & 
aides of powerful utilities for use with 
SpartaDOS. 

10 Game Disks - only $14.95! 20 3ldes packed 
with many of the best public domain games. 

10 Utility Dl3ks - only $14.95! 20 aides full 
of essential utilities for your 8-blt Atari. 

10 Educational Disks - only $14.95! 20 sides 
of great educational programs. 

10 AMS Disks - only $14.95! 20 sides crammed 
full of AMS music. Each disk has a player. 



¥rite for free catalog! 
Add $2 for S/H. Ohio res. add 5.5% tax. 
Send to: M.W.P.D.S. 
890 N. HUNTINGTON ST., MEDINA, OH 44256 



Buy Sell Trade 



>wap 



ANTIC CLASSIFIEDS 

544 Second Street, San Francisco, CA 94107 

Telephone (415) 957-0886 



Name 


Company 




Address 


Phone 




City /State/Zip 


MasterCard/Visa Number 


Expiration Date 




Signature 
Number of words 


Issue(s) Ad to Appear 
Enclosed is my payment for $ 





RATE: $2.00 PER WORD— twenty (20) word minimum. 
STARS: Add $1 0.00 for one (1 ) line of six (6) stars ****** at top of ad. 
TERMS: Prepayment is required. Check, Money Order, Visa , 
MasterCard, or American Express is accepted. Make check payable 
to Antic Publishing. 

FORMS: Ads are subject to publisher's approval and MUST BE 
TYPED. Please underline words to be set in boldface. 
GENERAL INFORMATION: Advertisers using Post Office Box 
numbers in their ads must supply permanent address and telephone 
numbers. Ad will appear in the next available issue after receipt 
unless otherwise specified. 
DEADLINE: 65 days prior to desired cover date. 

Clip this coupon, attach to typewritten copy and send with remittance. 
HANDWRITTEN COPY WILL NOT BE ACCEPTED 



HOW DO YOU REACH 
OVER 60,000 8-BIT ATARI USERS 
EVERY MONTH? 

You don't have to be a marketing genius to know the fast, 
easy, and effective way to advertise — 
Showcase your products in the new SHOPPER Plus 
featured in each issue of ANTIC. 



THIS COULD 
BE 
YOUR AD! 

It couln't be easier.. .contact your 
SHOPPER Plus Sales Rep: 

Denny Riley 
544 Second Street 
San Francisco,CA 94107 
(415) 957-0886 
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Antic Classifieds 



***** 

Get your fr ee catalog of 800/XL/ XE Public 
Domain and Shareware. Choose from over 
300 theme disks, all tested and guaranteed! 
The most descriptive catalog available 
anywhere. Dependable worldwide serv- 
ice. BELLCOM, Box 1043-A, Peters- 
borough, Ontario, Canada K9J 7A5. 



Finally, a company devoted to Atari 8-bit 
games: Hundreds! Low prices. Fast serv- 
ice. Free catalog: KAKE, 9 Smith Court, 
Vincetown, NJ 08088 

***** 

JOYSTICK WARRIORS — Suit up for ac- 
tion/adventure on your 800 XL/XE. The 
next generation of 8-bit games. For infor- 
mation write: Aerion Software Ltd., PO 
Box 1222, Riverdale Station, New York, 
NY 10471-1222 

Educators: Use Atari in the Classroom! 
OPTICAL ILLUSION/AUDIOVISUALIZER 
(single disk), ECOLOGIAN (bring life to a 
barren planet), WORDSEARCH MAKER, 
ANIMALS (develop identification keys), 
MATH DISK, FRACTAL DISK. All require 
XL or XE computer, 1050 orXF551 drive. 
$5.95 per disk + $2.00 postage and han- 
dling per order. BRESNICK, 555 Ware 
Street, Mansfield, MA 02048 



***** 

FREE CATALOG of one of the world lar g- 
est and best or ganized collection of public 
domain software for the Atari 800/XL/XE. 
Over 300 disks, fast dependable service, 
and very low prices! Computeractive, 
Box 893-A, Clinton, OK 73601 

Dorsett Educational Systems. 800 Talk 
and Teach programs, K-12 to adult. Free 
catalogue. Box 1226, Norman OK 73070. 
1-800-654-3871. Reading, Math, Physics, 
Electronics, many more. 

SOFTWARE CLOSEOUTS!! Name brand 
software at liquidation pricing. Many well 
known titles for IBM, Commodore, Atari, 
Apple Mac, Amiga. GP/M & much more, 
many titlesunder$10. FREE PRICE LIST!! 
COMPSULT P. O. Box 3233 San Luis 
Obisbo, CA 93403-3233 (805) 544-6616 

***** 

Antic Magazine is a vital source for you 
and your Atari. Complete your collection 
of Antic Magazine by ordering back is- 
sues. For price listing and availability call 
800/234-7001 , or write Antic Back Issues, 
544 Second Street, San Francisco, Ca. 
94107. 



***** 

"CHANGING PATTERNS" NEW! (800/XL/ 
XE) COMPUTER ART WITHOUT DRAW- 
ING!!! 80 MACROS! FUN! All Ages! Four 
Disks: $35.00 (Introductory) Demo: $5.00. 
Check, Money Order, only. STEWART 
SOFTWARE, 11323 BLYTHE ST., SUN 
VALLEY, CALIF. 91352 

For the best in Atari Public Domain Soft- 
ware write for your free catalog. 8-bit or 
ST. Good Prices and Fast service. Vulcan 
Software, P. O. Box 692, Manassas, Va. 
22111-0692 

Language 700% faster than BASIC! Twenty 
voiced 8-bit ATARIs. drum pad joysticks. 
Your bike becomes joystick/paddle. 
Brain wave enhancers. Computerized 
dialers. Computerized VCR controllers. 
Computerizized button pushers, com- 
puter control "real" electric slot car sets. 
More! Five year support. Catalog $3 
(postage/handling, rebateable) plus 
assembly game disk: EXIT, PO 2521, 
WASHINGTON DC 20007. 



800/XL/XE. Software. More than 400 
quality programs available, priced from 
2$ -8$. Send SASE to Walt Huber, 644 
E. Clinton, Atwater, CA 95301 
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By Bill Pike 



LAN 
REEVE 



Reeve Software's Diamond 
Operating System Cartridge 
(June 1989 Antic cover story) 
brought a mouse-operated 
graphic interface to the 8-bit 
Atari, complete with windows 
and drop-down menus. On this 
page is a small part of a lengthy 
interview that took place when 
Alan Reeve attended a Special 
Meeting of the Portland Atari 
Club (PAC). Interviewers were 
PAC Special Projects Director 
David Moore nd PAC President 
Bill Pike. The rest of the 
interview will be published in a 
forthcoming Antic issue. 

Bill: Diamond Paint was quite 
impressive when you demonstrated 
it at yesterday's meeting. You seem 
to have duplicated just about all 
functions of most ST paint pro- 
grams, and many more functions 
than most existing 8-bit programs. 
Is that a fair assessment? 

Alan: I think so. The feature 
that I like the best is the cut and 
paste. I haven't seen that on any 
other 8-bit system. You can cut 
sections out of a picture and paste 
them onto another picture. You 
can even load and save that section 
as clip-art. 

Bill: About how many pages will 
Diamond Write let you work on in 
a 48K Atari? 

Alan: A 48K machine will be 
fairly limited, maybe one page 
(there's not a whole lot of memory 



A Coming Attraction 

From: Antic's 
Exclusive Interview 
with the creator 
of the Diamond 
Operating System 

in there). In a 64K machine you'll 
be able to work on about five 
pages. A 130K machine has 64K of 
memory available, so you can get 
30 or 40 pages. And it includes a 
Spell Checker. 

Bill: You were talking yesterday 
about the possibility of coming out 
with multi-font capability on one 
document. 

Alan: You can use multiple 
styles, you can only use one font 
but you can have multiple styles of 
that font on each document. 

David: Will the program support 
graphics files? 

Alan: That is one of the limita- 
tions of this program. There just 
isn't enough memory on the 8-bit 
Atari. 

David: Then you could mix and 
match fonts also? 

Alan: The big limitations of the 
program comes from the memory, 
fonts take up a lot of memory. I 
really don't think that the user wan- 
ts his memory cramped up with a 
lot of fonts when the text is already 
limited. 



Bill: It appears that Writer is ful- 
ly implemented and does a lot of 
stuff that other word processor 
programs won't do. 

Alan: The really nice thing is 
that you can use the slider bars to 
go up and down thru your docu- 
ment and you can use the mouse to 
position the cursor. 

UPCOMING APPLICATIONS 

Bill: You were saying that you 
are thinking of putting Reeve Soft- 
ware's NewsStation together for Di- 
amond. Were you also thinking 
about NewsStation Companion or 
Publishing Pro? 

Alan: Just NewsStation right 
now. When the NewsStation is 
done we just might include 
NewsStation Companion. 

Bill: What are your hopes? 
Some people say the 8-bit comput- 
er is dead and others say the 8-bit 
machine has never been fully uti- 
lized. It sounds like Diamond is 
starting to fully revitalize the 8-bits. 

Alan: The Atari 8-bit system is 
more than powerful enough to han- 
dle 90 to 95 percent of most people 
need. But people usually want the 
biggest and best... A 



DIAMOND CARTRIDGE $79.95 
(Programmers' Kit and Diamond Paint 
included) 

DIAMOND WRITE $29.95 
DIAMOND NEWS-STATION $29.95 
Reeve Software 29W1 50 Old Farm 
Lane, Warrenville, IL 60555. 
(312) 393-2317. 
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ack Issues 

SALE 



plete Your Atari "Toolkit" 



Incredible Savings 



How To Order: 



Simply tell us if you want special offer 
A, B, or C, corresponding to the 
following selections: 

A - 1 back issue Antic magazine 

and Disk. 
B - "GRAB BAG" special offer 12 

Back issues Antic and Disk 

C - Complete Antic Library 
('83 to '87) 

*Availability Limited see opposite page of 
Back issue Antic magazine and disks. 



Prices 

A - Any 1 available Back issue of Antic 

magazine and Disk per issue $7.00 

Plus shipping and handling (per issue) $1.00 

B - "GRAB BAG" special offer any 12 available 
Back issues of Antic magazine and Disks $49.95 
Plus shipping and handling $9.00 

C - Complete Library $99.95 

Plus shipping and handling $15.00 



FOR ORDERS ONLY CALL TOLL-FREE 
(800) 234-7001 (7-5 pm PST.) 
MasterCard & Visa Only 

Or send your check to: ANTIC BACK ISSUES 
544 Second Street 
San Francisco, CA 94107 
California residents add 6 1/2% sales tax. 



Order Form 



Selection A-B-C (circle 1) 

List Selections* 



A-l issue of Antic magazine w/Disk $7.00 (shipping & handling per issue $1.00) 
B-Any 12 issues of Antic magazine w/Disk $49.95 (shipping & hanclling-$9.00) 
C-Complete available Antic library $99-95 (shipping and handling $15.00) 
*Please check opposite page for availability 



□ Check Enclosed □ VISA □ MasterCard 



Name 



Address 



City 



State 



Zip 



Credit Card - 



Exp. Date 

Canada, Mexico and all other foreign add $1.00 per issue. 
Payment in U.S. funds must accompany all foreign orders. 
California residents add 6 1/2% sales tax. 



Missing any issues? Looking for those great utilities, 
games, and reviews? You'll find it all right here! 
Copies are limited, so order today! 



ORDER # ISSUE 

1 April 1983: Games— 3-D Maze, Voyeur (NoDisk) 

2 May 1983: Telecomputing— Microids, 

Tele Chess (No Disk) 

3 June 1983: Databases — Stargazing, 

Dancin' Man (NoDisk) 

4 July 1983: Adventure Games — Dragonsmoke, 

Shoot-em-up Math 

5 August 1983: Graphics— 3-D Fuji, Keystroke 

Artist 

6 September 1983: Education— P/M Tutor 

7 October 1983: Sports Games— AutoCassette 

8 November 1983: Sound & Music — Air Raid, 

Casting Characters 

9 December 1983: Buyer's Guide— 

AUTORUN.SYS, Automate Player/Missiles 

10 January 1984: Printers — Pocket Calendars, 

Screen Dump 

11 February 1984: Personal Finance— TYPO, 

Gauntlet 

12 March 1984: International Issue— DiskRead, 

Poker Solitaire 

13 April 1984: Games— Risky Rescue, 

Math Wizard 

14 May/ June 1984: Exploring XL Computers— 

Escape from Epsilon, Scroll to the Top 

15 July 1984: Communications— AMODEM, 

BASIC Animation Secrets 

16 August 1984: Disk Drives — Horseplay, Recall 

17 September 1984: Computer Graphics— 

Graphics Converter, Olympic Dash (No Magazine) 

18 October 1984: Computer Learning— Bouncing 

Ball, Antic 4/5 Editor/ Animator 

19 November 1984: Computer Adventures— 

Adventure Island, Advent X-5 

20 December 1984: Buyer's Guide— Infobits, 

Biffdrop 

21 January 1985: Super Utilities— TYPO II, 

DISKIO 

2 2 February 1985 : Finances — Home Loan 
Analyzer, Drum/Bass Synth 

23 March 1985: Printers— Kwik Dump, Font 

Maker 

24 April 1985: Computer Frontiers— Dot Matrix 

Digitizer, Speech Editor 

25 May 1985: New Super Ataris— Son of Infobits, 

Arena Racer 

26 June 1985: Computer Arts — View 3-D, 

The Musician 
2 7 July 1985 : Computer Challenges — Miniature 
Golf, Guess That Song 

28 August 1985: Telecommunications— Atari 

'Toons, Pro* Term 

29 September 1985: Power Programming— 

One-Pass Disk Copy 130, Crickets 



ORDER # ISSUE 

30 October 1985: Mind Tools— Graph 3D, GEM 

Color Cascade 

31 November 1985: New Communications— 

TYPO II Double Feature, 130XE Memory 
Management 

32 December 1985: Shoppers Guide— DISKIO 

Plus, Box-In 

33 January 1986: Atari Products are Back- 

Appointment Calendar, Dungeon Master's 
Apprentice 

34 February 1986: Printer Power— T-Shirt 

Construction Set, Forth Escapes 

35 March 1986: Practical Applications— Lunar 

Lander Constructor, Lie Detector 

36 April 1986: Computer Mathematics— Fractal 

Zoom, 3-D Fractals 

37 May 1986: 4th Anniversary— Digital 

Gardener, Molecular Weight Calculator 

38 June 1986: Summer Computing— Weather 

Wizard, Bomb Squad 

39 July 1986: Computer Arts— Amazing Card 

Shuffler, Graf con ST 

40 August 1986: Online Communications— 

Ultrafont, Floppy Filer 

41 September 1986: Weather— WEFAX Decoder 

(8-bit/ST), BASIC Tracer 

42 October 1986: Hard Disks— Video Stretch, 

TYPO ST 

43 November 1986: Personal Finance— Budget 

dataBASE, V-Graph 

44 December 1986: Shoppers Guide— Stepper 

Motors, Nuclear Waste Dump 

45 January 1987: Talking Atari— Talking 

Typewriter, Rebound 

46 February 1987: Word Processing— SF 

Fogger, Electric Charlie! 

47 March 1987: Dvorak Keyboard, 

Multi-AUTORUN 

48 April 1987: — Designer Labels, Taxman 

49 May 1987: 5th Anniversary— A-Rogue, Poker 

Slot Machine 

50 June 1987: Animation— Verbot Commander, 

Citadel 

51 July 1987: Print Anything— Ghost Writer, 

Your Net Worth 

52 August 1987: Atari Muscle — Sideways 

Spreadsheet, Diamond Dave 

53 September 1987: Work/Play— Mighty Mailer, 

Maximillian B. 

54 October 1987: Football Predictor — Antic 

Prompter (8-bit/ST), Spelling Checker(No Mag.) 

55 November 1987: Practical Applications— 

Critical-Path Projects, WYSIWYG Cassettes 

56 December 1987: Print Holiday— PS. Envelope 

Maker, Antic Publisher (No Magazine) 



3257 KIFER ROAD 
SANTA CLARA, C A 95051 
(408) 749- 1003 

(408) 749-9389 FAX 



^£ For all your Atari computer needs... 

ComputerVisions 



STORE HOURS 
TUE - FRI 10am - 6pm 

SAT - 10am - 5pm 
CLOSED SUN - MON 



BOO/ X 1^/ X E S OET TVi4 JR E 
ALL TITLES ON DISK 



ENTERTAINMENT 

12 ADAMS ADVENTURES .. 14.95 

ALIANTS 26.95 

ALT. REALITY CITY 26.95 

ALT. REAL DUNGEON 26.95 

ASSULT FORCE 3D 19.95 

AUTO DUEL (64K) 26.95 

BEYOND CASTLE WOLF 14.95 

BANDITS 5.35 

BISMARK 26.95 

BLOCK BUSTER 7.95 

BOP 'N WRESTLE 13.50 

BORODINO: 1812 22.50 

BOULDERDASH CONSTR.SET 9.95 

BRUCE LEE 8.95 

CASTLE WOLFENSTEIN. .. . 14.95 
CHAMP. LODE RUNNER ... 26.95 
CONFLICT IN VIET NAM . 9.95 

COSMIC TUNNELS 9.95 

CRUSADE IN EUROPE .... 9.95 

D BUG 4.95 

DELUXE INVADERS 7.95 

DECISION IN DESERT ... 9.95 

DROP ZONE 9.95 

ELECTRAGLIDE 8.95 

F15 STRIKE EAGLE 9.95 

FIGHT NIGHT 17.95 

GAUNTLET (64K) 13.50 

DEEPER DUNGEONS 22.50 

GRAPHIC ADVENTURES 1-6 26.95 

HARD HAT MAC 7.95 

HERACLES 26.95 

JAWBREAKER 4.95 

KARATEKA 13.50 

KICKS TART 8.95 

KNICKERBOCKERS 13.50 

KENNEDY APPROACH 9.95 

LAST V-8 8.95 

L.A. SWAT/PANTHER 8.95 

LEADERBOARD 13.50 

LORDS OF CONQUEST .... 13.50 
MICROLEAGUE BASEBALL . 35.95 
MONTEZUMA'S REVENGE... 14.95 

MOUSEQUEST 17.95 

MOON SHUTTLE 7.95 

NATO COMMANDER 9.95 

NIBBLER 12.95 

NINJA 8.95 

OIL'S WELL 9.95 

PENSATE 14.95 

PIE MAN 14.95 

PINBALL CONSTR SET ... 13.50 
PIRATES OF BARB . COAST 22.50 
PITFALL/DEMON ATTACK . 13.50 

PREPPIE I & II 9.95 

RACING DESTRUCTION SET 13.50 
SEVEN CITIES OF GOLD . 13.50 

SILENT SERVICE 9.95 

SOLAR STAR . . 9.95 

SOI/D FLIGHT 9.95 

SPEED KING 8.95 

SPIDERMAN 5.35 

SPITFIRE 40 31.50 

SPY VS. SPY I ft II . . . 9.95 

STARBASE HYPERION 7.95 

STARFLEET I 44.95 

STAR RAIDERS II 17.95 

STOCKMARKET 22.50 

STRIP POKER 26.95 

TAX DODGE 9.95 

TEMPLE OF APSHAI 9.95 

THE HULK 5.35 

THEATRE EUROPE 8.95 

TOP GUNNER 9.95 

TRAILBLAZER 26.95 



ULTIMA III 35.95 

ULTIMA IV 53.95 

UNIVERSE 44.95 

VIDEO POKER 8.95 

WINTER CHALLENGE XL/XE 13.50 

ZAXXON 13.50 

PROGRAMMING 

CLSN PASCAL 35.95 

DRAPER PASCAL 44.95 

DOS 2.5 7.95 

DOS XE 10.00 

DISK I/O 26.95 

KYAN PASCAL 62.95 

LIGHTSPEED C 35.95 



PRODUCTIVITY 

ANIMATION STATION .... 79.95 

ATARIWRITER+/SPELLCHK 44.95 
ATARIWRITER 80 

REQUIRES XEP80 44.95 

AWARDWARE (1050) 13.50 

BANK STREET WRITER 9.95 

BLAZING PADDLES 31.50 

BOOKKEEPER/KEYPAD .. 17.95 

COMPUTE YOUR ROOTS ... 3 5.95 

DATAMANAGER 8.95 

ELECTRONIC CHECKBOOK . 8.95 

FAMILY FINANCE 6.95 

FORMS GENERATOR 21.50 

HOME ACCOUNTANT 19.95 

HOME FILING MANAGER. . 6.95 

INVENTORY MASTER 80.95 

LETTER WIZARD 29.95 

MONEY MANAGER 8.95 

MUSIC CONSTRUCTION SET 13.50 

NEWSROOM (1050 - 64K). 13.50 

NEWS STATION . ... 26.95 

NEWS STA. COMPANION. . 26.95 

PAGE DESIGNER 26.95 

PAINT 12.95 

PRINT POWER (1050).... 13.50 

PRINTKIT (1050) 13.50 

PRINTSHOP 34.95 

P.S. COMPANION (64K) . 24.95 

P.S.GRAPHICS LIBRARY 1 17.95 

P.S.GRAPHICS LIBRARY 2 17.95 

P.S.GRAPHICS LIBRARY 3 17.95 

PROOF READER 17.95 

PUBLISHING PRO 35.95 

RUBBER STAMP 26.95 

SUPER MAILER 35.95 

THE LOTTO PROGRAM 22.50 

TIMEWISE 6.95 

TURBOWORD 80 *44.95 

TURBOFILE 80 *44.95 

* REQUIRES XEP80 

VIDEO TITLESHOP (64K). 26.95 

VIRTUOSO 29.95 

VISICALC 24.95 

EDUCATION 

BUZZWORD 22 . 50 

GRANDMA'S HOUSE ("10) 9.95 

HEY DIDDLE (AGE 310). 9.95 

LINKWORD: SPANISH .... 22.50 

LINKWORD: GERMAN 22.50 

LINKWORD: FRENCH 22.50 

LINKWORD: ITALIAN .... 22.50 

MASTER TYPE 14.95 

RAINEY DAY GAMES 26.95 



19.95 
9.95 
9.95 
9.95 
8.95 
8.95 



17 . 95 
17.95 



SAT PRACTICE TESTS 
SNOOPER TROOPS CASE HI 
SNOOPER TROOPS CASE If 2 
STATES AND CAPITALS . . 
QUIZ MASTER CONSTR. . . . 
QUIZ MSTR . USA CONSTR. 
AME1ICAI EDUCATION: 
A+ BIOLOGY G10+ 
A+ GRAMMER G4+ 
A+ READING COMP Gl-8 35.95 

A+ SCIENCE G3-4 17.95 

A+ SCIENCE G5-6 .... 17.95 

A+ SCIENCE G7-8 17.95 

A+ SPANISH 17.95 

A+ SPELLING G28 ... 35.95 
A+ U.S. GOV. G10+ .. 17.95 
A+ U.S. HIST. G5+ .. 17.95 
A+ VOCABULARY G4+... 17.95 
A+ WORLD GEOG. G8+ . 17.95 
A+ WORLD HTST. G8+ . 17.95 
(G - GRADE LEVEL) 
AHTW01X : 



MONKEYNEWS (GR 1-6) 
ATARI : 

CONCENTRATION 

DIVISION DRILL 

GRAPHING 

INSTRUCTIONAL COMPUT 

PLAYER MAKER 

PREFIXES 

SCREEN MAKER 

SECRET FORMULA INTER! 

SECRET FORMULA ADVANC 

SPELL IN CONTEXT 8. . 
CBS (AGE 3- 6) : 

ASTROGROVER 

BIG BIRD SPEC DELIVE 

ERNIE'S MAGIC SHAPE. 

FRACTIONS MULTPL/DIV 

LINEAR EQUATIONS . . . 
DAVIDSOI: 

MATH BLASTERS G16 . 

SPELL IT I AGE 10+ . . . 

WORD ATTACK G4 - 12 . . 
DES IGHWARE : 

MATHMAZE (bll) 

MISSION ALGEBRA (13+ 

SPELLICOPTER ( 6 - 11 ) . 
LEAR1IWG COMPAHY : 

READER RARBTT 

COLORASAURUS 

WORDSPINNER 

TIIK TOIK (AGE 4 6): 

ABC'S 

COUNT AND ADD 

SMART THINKER 

SPELLING 

SUBTRACTION 

THINKING SKILLS .... 
ALL 6 TINK TONKS . . 
UHICORI: 

10 LITTLE ROBOTS 
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FUN BUNCH (6- ADULT) 
WEEKLY READER ( PRE- SCHOOL) : 
STICKY BEAR SHAPES . 26.95 
STICKY BEAR NUMBERS. 26.95 
STICKY BEAR ABC'S .. 26.96 
STICKY BEAR OPPOSITE 26.95 
SB BASKET BOUNCE ... 26.95 
STICKY BEAR BOP .... 26.95 

RUN FOR IT 26.95 

PIC BUILDER 26.95 



GOO/ X L*/ X E SOET WA RE 
ALL TITLES ON CARTRIDGE 



ENTERTAINMENT 

3D TIC-TAC TOE 9.95 

AT RR A I iL (XL/XF.) 24.95 

ALIEN AMBUSH 9.95 

ACE OF ACES .(XL/XE) . 24.95 

ARCHON 14.95 

ASTEROIDS 15.95 

ASTRO CHASE (400/800. 14.95 

ATARI TENNIS (no box) 9.95 

ATLANTIS 14.95 

BALL BLAZER 14.95 

BARNYARD BLASTER 24.95* 

BASKETBALL 14.95 

BATTLEZONE 19.95 

BLUE MAX 19.95 

BOULDERS k BOMBS .... 14.95 

CAVERNS OF MARS 19.95 

CENTIPEDE 14.95 

CHICKEN (400/800) 4.95 

CUOPLIFTER 19.95 

CLAIM JUMPER 7 .95 

CLOUDBURST 9.95 

CRIME BUSTER 24.95« 

CROSSBOW 24.95* 

CROSSFIRE 9.95 

CRYSTAL CASTLES(XL/XE) 19.95 

DARK CHAMBERS (XL/XE). 24.95 

DAVIDS MIDNIGHT MAGIC 19.95 

DEFENDER 9.95 

DESERT FALCON 14.95 

DIG DUG 19.95 

DONKEY KONG 10.00 

CARTRIDGE ONLY ... 5.00 

DONKEY KONG JR 19.95 

EASTERN FRONT (1941). 19.95 

E.T. PHONE HOME 9.95 

FIGHT NIGHT 19.95 

FINAL LEGACY 19.95 

FOOD FIGHT (XL/XE)... 19.95 

FOOTBALL 14.95 

FROGGER 14.95 

GALAX I AN 9.95 

GATO 24.95 

GORF (400/800) 9.95 

HARDBALL 19.95 

INTO EAGLES NEST ( XL/XE ) 19 . 95 

JOUST 19.95 

JUNGLE HUNT 12.95 

KABOOMJ 14.95 

KARATEKA 19.95 

KRAZY ANTICS 14.95 

LODE RUNNER 24.95 

MARIO BROS (XL/XE)... 19.95 

MEGAMANI A 9.95 

MILLIPEDE 9.95 

MINER 204 9 ' ER (no box) 9.9 5 

MISSTLE COMMAND 10.00 

CARTRIDGE ONLY ... 5.00 

MOON PATROL 19.95 

MR. COOL 4.95 

NECROMANCER 19.95 

ONE ON ONE (XL/XE)... 19.95 

PAC MAN 10.00 

CARTRIDGE ONLY ... 5.00 

PENGO 19.95 

PLATTERMAN 1 A 9.95 

POLE POSITION 19.95 

POPEYE (XL/XE) 14.95 

Q BERT 14.95 

QIX 9.95 

RESCUE ON FRACTALAS . 19.95 

RETURN OF THE JEDI .. 14.95 

ROBOTRON:2084 14.95 

SLIME (400/800) 4.95 

SPRINGER 7.95 

SPACE INVADERS 14.95 



STAR RAIDERS 
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.00 


CARTRIDGE ONLY 
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. 00 




19 
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SUBMARINEE COMMANDER 


14 


.95 


SUMMER GAMES (XL/XE). 


24 


.95 


SUPER BREAKOUT 
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.95 


SUPER COBRA 


1 4 


. 9 5 


SUPER PAC MAN 






CARTRIDGE ONLY 
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.95 


THUNDERFOX 
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.95 


TURMOIL 


9 


.95 



PRODUCTIVITY 

ACTION) 

BASIC REV A CART .... 
BASIC REV C CART .... 

BASIC XL 

BASIC XE 

DIAMOND (GEM O/S ) 

LOCO 

CARTRIDGE ONLY ... 

MAC/6 5 

MAC/65 TOOLKIT DISK. . . 
MICROSOFT BASIC II ... 
MICROFILER DATABASE . . 
PILOT 

CARTRIDGE ONLY . . . 
SPARTA DOS X 



71.95 
5.00 
15.00 
53.95 
71.95 
69.95 
29.95 
10.00 
71.95 
26.95 
31.50 
22.50 
19.95 
10.00 
71.95 



EDUCATION 

MATH ENCOUNTERS 9.95 

TYPO ATTACK 22.50 

FISHER PRICE (PRE SCHOOL): 

DANCE FANTASY 8.95 

LINKING LOGIC 8.95 

LOGIC LEVELS 8.95 

MEMORY MANOR 8.95 

ALL 4 FOR ONLY 24.95 

SPIHHAKER (AGE 310): 

ALPHABET ZOO 9.95 

DELTA DRAWING 9.95 

FACEMAKER 4.95 

KIDS ON KEYS 9.95 

KINDERCOMP 9.95 

(AGE 7 - ADULT) : 

ADV. CREATOR ( 400/800 ). 9 . 95 

FRACTION FEVER 9.95 

(* - REQ. LIGNT GUN) 




ATARI LIGHT GUN 

WITH BUGHUNT 44.95 

BEST LIGHTGUN 34.95 

XEGM COMPUTER 

INCLUDES: 

* BASIC LANGUAGE 

* DETACHABLE KEYBOARD 

* FLIGHT SIMULATOR 

* MISSILE COMMAND 

* BUG HUNT 

* LIGHTGUN 

* JOYSTICK 

$119.95 64K 

$159 .95 128k 



RECONDITIONED ATARI IVI ERC HANDISE 30 



DAY WARRANTY 



4 



5-1/4" DISKETTES 
AS LOW AS 20 CENTS 

10 FOR $2.95 
100 FOR $25.00 
1000 FOR $150.00 
MOST ARE UNNOTCHED 
WITH OLD SOFTWARE 



800 (48K) 
COMPUTER 
$69.95 

1030 MODEM 
WITH EXPRESS! 
$24.95 



DISK DRIVES 

810 99.95 
1050 149.95 
810 HAPPY' 
ENHANCEMENT 

$79.95 



1020 COLOR 
PRINTER/ PLOTTER 

$19.95 

(new in box) 
40 COLUMNS WIDE 

INC. PENS / PAPER, ETC. 



3-1/2" DISKS 
AS LOW AS 75 CENTS 

10 FOR $8.95 
100 FOR $80 
1000 FOR $750 
DOUBLE SIDED WITH 
OLD DEMO SOFTWARE 



600XL 
COMPUTERS! 



16K 
64K 
128K 



39.95 
59.95 
99.95 



SHIPPING INFORMATION - Prices do not include shipping and handling. Add $5.00 for small items ($8.00 Min. for Canada). Add $8.00 for disk drive. Add $ J . 30 for C.O.D. 
Calif, res. include 7.25% sales tax. Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders may be pre-paid with money order, cashier 
check, or personal check. Personal checks are held for three weeks before order is processed. C.O.D orders are shipped via UPS and must be paid with cash, cashier check or 
money order. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimum on all orders. 

Phone orders accepted TUESDAY THROUGH FRIDAY from 10:00 am to 6:00 pm PST. 
We carry a full line of ATARI products - large public domain library - write or call for free catalogue 



PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE 



- NO REFUNDS - ALL SALES ARE FINAL 



